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of Sony Computer Entertainment America Inc. Jak II is a trademark of Sony Computer Entertainment America Inc. Created and developed by Naughty 
Dog, Inc. ©2003 Sony Computer Entertainment America Inc. : 
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Reverse, accelerate, freeze, and 
slow ti me down with the almighly, 4 
Sands of Time.. 7G 
Master the Prince’s speed : agility, a 
Pare! €rocious fighting skills; 3 


Explor e and survive the vast 
kingdoms of medieval Persia. 


osname THE SANDS // OF TIME™ 


©2003 Ubisoft Entertainment. Based on Prince of Persia® created by Jordan Mechner. All Rights Reseved. Ubisoft and the Ubisoft logo are trade- 
marks of Ubisoft Entertainment in the U.S, and/or other countries. Prince of Persia and Prince of Persia The Sands of Time are trademarks of 


Jordan Mechner used under license by Ubisoft Entertainment. 


















THIS WORLD IS 
‘BETTER LEFT TO JAK. 






Jansie | oe On. out sof sie This requires Neyniterejats with serious ass- Adeline 
saVVy. And that someone, my friend, is Jak. This time he’s pissed off and battle ready, with 
afrighteningly large gun, get-the-hell-outta-my-way hoverboard and a nasty case of mutant 
powers. So please, save yourself the detached appendages and let him Javevavel Com ta 
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SONY ONLINE 
ENTERTAINMENT 
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MS of EVER 


Free online multiplayer combat via 


: if) SOEGames.net and offline via Multitap. 
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45 Levels of non-stop action with 
over 50 areas to explore and conquer. 
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Create your Champion from 5 mythic races and 5 classes, i ’ 
customizing the look and name that conveys your unique ~ melee er abngite dvndaoee 
abilities. Discover over 10,000 items,or create yourown. and monsters make cac 


game a new experience. 





~ Master weapons, magic and combination combat to conquer 
hideous creatures and unforeseen evil. But be forewarned =< 


a Champion shall forever be challenged! Bisnd and Core 


Violence 


ESRB CONTENT RATING 
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~ BUNNY CANNON 
° Bunny Fuse 


° Hare-sicle 


° Electro Static Rabbit 
HELIUM 
_ BUNNY ¢ Hungry Bunny 

* Hare Clog 

* Tug-0-Rabbit 


* 10 Ton Bunny 
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Visit www.esrb.org or 
call 1-800-771-3772 
for Rating In 
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Demolish everything from security cameras to 
test gquipment. 


Knock out the evi la staff with loads of 
combo attacks. + 
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We PS2 gamers are a 
lucky, lucky breed 


_o|'m sitting at my desk, talking to 
the guys about games as usual, 
complaining that there aren’t any 

/ huge marquee PS2 titles heading 
into the Holiday Season. By 

“marquee titles,” | mean stuff like Grand Theft 
Auto, Metal Gear Solid, etc. As I'm moaning 
and groaning, somebody brings up a really 
good point: we've recently given no fewer 
than FIVE perfect scores of 10-out-of-10. We 


MEET 


the 


TEAM 





Ever wonder what a crack team 
of videogame journalists looks 
like? ...Aw, c’mon folks, just 
work with us a little, here... 


ON THE COVER 
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didn’t award ha/f that many 10s during the 
whole of last year. We've also got an amazing 
list of 8s and 9s, including Soul Calibur II, 
Castlevania: Lament of Innocence, WWE 
SmackDown!, and Ratchet & Clank: Going 
Commando. And I’m complaining?! 

It just goes to show you how dominant 
PS2 really is. With such a consistantly strong 
lineup of amazing games, we PlayStation 
gamers really are lucky. CHRIS SLATE 


STEPHEN FROST 
SENIOR EDITOR 


> LIKES: Fighters, Lovers 
| HOBBIES: Holy Matrimony 


What was your most 
difficult mission? hee 
-} Definitely the time | raided | | Sey" 
‘f 44 my mom's closet to get back | | d 
my King Diamond records. 





BILL DONOHUE 
MANAGING EDITOR 


'@ LIKES: polish-pope.com 
| HOBBIES: Selling CDs! 


| What was your most 
difficult mission? 
Oh, sure, I could tell you 
that, but then I'd have to kill 
“44 you... slowly, of course... 
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RANDY NELSON 
REVIEWS EDITOR 


'@ LIKES: Platformers, racers 
» | HOBBIES: Comics & Anime 


What was your most 
difficult mission? 

Picture this: me, in my 
underwear, having to... on 
| second thought, dont. 
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DAN FITZPATRICK 
ART DIRECTOR 


F~ LIKES: Ceiling fans : 
_, HOBBIES: Watching kitty fly! 


| What was your most 
difficult mission? 
Anytime | have to go up into \ 
the attic is always dangerous.| 
@ Damn blow-in insulation! 





CHRIS SLATE Editor-In-Chief 


LIKES: Adventure games, 
platformers, arcade racers 


HOBBIES: Comics, hoops, DVDs, 
movies, anime, drawing, iPod 
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What was your most difficult 
mission? 

Getting the magazine out the 
door each month with this crew 
of clowns— I mean, “Hey guys! 
How’s it coming along over 
there? Great? That’s great!” 


ERIC BRATCHER 
ASSOCIATE EDITOR 


> LIKES: RPGs, Weird Imports 
_ HOBBIES: Boats & Mexico 


&. What was your most 
difficult mission? 
=@ | don’t actually go on 
missions myself, but rather 


A> let my ninjas handle them. 


GARY LIEW 
ASSOCIATE ART DIRECTOR 


'@ LIKES: Secret plans 

| HOBBIES: Talking really loud 
What was your most 
difficult mission? 

5 It was when I was stalking 
the Yeti. Who knew that 
thing could drive a bus? 


eS 


month’s cover was painted by long-running PSM cover artist Greg Horn. It 


| W: is Hell, but our cover game, SOCOM II, is pure squad-based heaven. This 
depicts the U.S. Navy SEALs at their best: when the situation’s at its worst. 
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STREETS OF LA’ 





Includes over 50 original songs from Snoop Dogg, Westside Connection, Coolio and more. 
Visit truecrimela.com for exclusive game clips and soundtrack samples. 
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a ctivis j reyameretan' © 2003 Activision, inc. and its affiliates. Published and distributed by Activision Publishing, Inc. Activision is a registered trademark and True Crime and Streets of LA are trademarks of Activision, inc. and its affiliates. All rights reserved. Developed 
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ONIMUSHA BLADE WARRIORS “= =... 
HANDS-ON with one of the most uniqu 
fighting games we've EVER played! 


. + ¥ [Dees 


al 
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isten up, troops! PSM’s massive 
review of Sony’s tactical combat A oa ’ ee 
m= sequel has landed. Your mission: DRIVER 3 


| 1 FIRST GAMEPLAY SHOTS of Atari’s hot- 
| to page 84 to gather intel, pronto! looking sequel — and potential G7A-beater! 


BURIED ARE YOU A 
TREASURES | WHIZKID OR 


DON’T, MISS,OUT, onmior. 
poumessoubena A WANNABE? | 














M | 
you’ vefnever/played! \' | YOU;VE,NEVER 
iy a RESIDENT EVIL: OUTBREAK os 





HOLY CRAP! Blood-curdling new shots o 
Capcom’s super-hot online zombie fest. 


MANHUNT 
YOU WON'T BELIEVE the twisted new kill 
moves revealed in Rockstar’s next big game! 
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exclusive property of the respective institutions. The NCAA Football logo is a registered trademark of the NCAA licensed to NCAA Football USA, Inc. GameBreaker, 989 and the 989 Sports logo are registered trademarks of Sony Computer 
connection and Network Adaptor for PlayStation 2 (sold separately). 


Your team Is next. 





Dig your favorite jersey out of the drawer and prepare the trophy case for new conquests. The 
best way to welcome in a new hard-hitting season is with NCAA GameBreaker 2004. More than 
50 new animated mascots, cheerleaders and coaches now grace the gridiron. Play by yourself 
or online against your most detested rivals. With online features like leaderboards, in-game 
chat, tournaments and a live sports ticker, you’ll soon be bagging a few mascots of your own. 





Product” label is the property of the Independent Labeling Group. All names, logos, team icons and mascots associated with the NCAA, universities, bowls and conferences are the 
Entertainment America Inc. ©2003 Sony Computer Entertainment America Inc. Online icon is a trademark of Sony Computer Entertainment America Inc. Online play requires Internet 
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SPECIAL REPORT 





sony confirms U.S. launch date of PS2 hard disk — and Final Fantasy XI! 



















A Here it is: the official, 
actual, honest-to-goodness 
U.S. PS2 HDD as it’ll look 
when you get it out of 
the box next March. 


PlayStation 2 Hard 
Disk Drive (HDD) 

is finally — finally 

— coming to the 

U.S. Sony Computer 
Entertainment has announced 
plans to launch the upgrade 
(which it sees as a key 
element in its “evolutionary” 
plan for PS2, that has, to date, 
included the USB headset and 
EyeToy camera) in March of 





the HDD won't just be getting 
hardware; through a partnership 

with Square Enix, SCEA will ship the 
drives with Final Fantasy XI (including 
all of the most recent updates and 
previously Japan-only expansion set) 
pre-installed. FFX/ will use a pay-for- 
play system, whereby adventurers will 
subscribe to the game for $12.95 a 
month (the first month is free). 

The HDD will further evolve the 
PS2 by adding a Game Manager (for 
launching DVD and HDD games), 
Music Manager (for playing CDs 
and “ripping” music to the HDD), 
Video Manager (for DVD playback), 
and Photo Manager (for download- 
“— Nae” 34 4 ing photos from digital camera and 

iii, | a #€=§=S—lté<~™S viewing them on your TV. It will also 

be possible to move saved games 


FIRST PSP LAUNCH DETAILS! 


#he PS2 HDD wasn’t the only _ provided by the PSP’s built-in to PSP initially, but each team is 
| hardware on Sony’s mind rechargeable battery is said to be also working on one entirely new 
mn at this year’s PlayStation comparable to that of similar portable —_ franchise for the system. Not all 10 
Gamers Day. PSP, the PlayStation devices (somewhere between 8-10 games will be available at launch, 
Portable, is generating a huge buzz hours). Camera and cellular phone but, combined with third-party 
among gamers, and SCEA‘s top add-ons are also in development. offerings, SCEA went as far as 
brass let slip a few new morsels of The most interesting new to proclaim PSP will have the 
info on the device. : details, however, concern the actual best launch game lineup ever 
According to SCEA VP Andrew games for the handheld. SCEA has when it hits shelves world- 
House, the PSP will be “small and confirmed that there are currently wide next winter. 
attractive?’ with the sort of cutting- 10 first-party titles in develop- = 
edge design most people associate ment for PSP spanning all of its “fi ste posts hina .> 
with Sony’s products. While it hasn’t internal developers. There’s a focus layout will be the same as 
been nailed down yet, the runtime on bringing existing PS2 franchises 





A Installation will 
be a snap: just attach 

the PS2 Network Adapter to 

the HDD, slide it into the PS2, and 
tighten the screws. That's it. 





























our mock-up of the system. 


18 / PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE #78 DECEMBER 2003 www.psmonline.com 








Wrap ens hie 


points of damage. se } 
me The Yagudo tnitiate misses Valledor. 

The Yagudo Initiate misses Vatledor. 

Valledor's ranged attack hits the Yagude 

initiate for 32 points of damage. 

The Yagudo Initiate missee Vallodor. 

Valledor parries the Yawudo Initiate’s 

attsck with his weapon. : 


4 It’s been rumored for months, but the inclusion of 
Final Fantasy XI on the HDD could be just what Sony 
2004 for $99. Those who buy needs to attract the hardcore early adopters. 


from PS2 memory cards to the HDD 
for long-term storage purposes. 

Apart from Final Fantasy XI, the 
HDD will come preloaded with addi- 
tional “undisclosed content; which 
Sony says may include game demos 
or additional full games. 

Speaking of other games, Sony 
has confirmed that both SOCOM II: 
U.S. Navy SEALs and next spring’s 
Syphon Filter: Omega Strain will 
support the HDD for downloadable 
content, including new levels. As for 
other supported games, we do know 
that Resident Evil: Outbreak was using 
it at E3. Look for more details about 
HDD-compatible games and a hands- 
on with the drive in upcoming issues 
of PSM! 
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JOHN SCAREINER. 








<< THE PLAYSTATION 2 HDD |S FINALLY 
COMING TO THE U.S. >> 





CAME UPDATE 


NEW SWAKE EATER SURPRISES! 












trailer directed by Hideo Kojima. 


Among the surprising new gameplay elements revealed 
in the trailer are Snake’s new close-quarter/hand-to-hand 
grappling moves, which not only look ultra-realistic, but are 
sure to add depth to the combat system. The trailer also 
showed the one-man army making his way through bat- 
infested caves, torch in hand, and in the biggest surprise 
yet, donning the carved-out head and skin of an alligator 


ne of the most gawked-at games at this year’s 
ECTS show in London wasn’t even playable. 
We are, of course, speaking of Metal Gear 

’ Solid: Snake Eater, which made its presence 
known at the event in the form of a brand-new gameplay 


to sneak unnoticed down a river! And the soundtrack to 


all this? What we can only assume is the game's official 
theme: a very James Bond-esque female vocal belting out 
“I’m still in a dream, Snake Eeeeater!” a la Goldfinger. No, 


we're not joking. 


There’s still no solid (pun intended) release date for 
Snake Eater, but we'll have more on the game as it breaks. 


PIR oS 1° tCO@s* 


Tekken’s New Direction 


MM on’t worry: there’ll be 
another Tekken fighting 
game. In the meantime, 
’ however, Namco is — 
producing its first spin-off of the 
series, tentatively titled “Nina.” It’s 
a fitting moniker, given that its star 
is none other than Tekken fighter 
Nina Williams, a blonde bombshell 
who evidently likes to tackle the 
odd covert mission when she’s not 
beating opponents to a pulp. 

In this case, said mission takes 
her onboard a luxury liner in a spy 
movie plot revolving around an 
evil mastermind and an incredibly 








powerful (and secret) weapon. 


The backstory, which also involves 


a team-up with a British MI6 
agent, isn’t the most unique, but 
the gameplay — which seemingly 
grafts together MGS and Tekken 
play styles — looks to be. 

Players will control Nina’s 
movement with the left analog 
stick and her combo attacks with 
the right. You will also be able to 
see enemies’ specific weak spots 
using an unusual X-ray camera 
view. We'll let you Know more 
after playing the game at Tokyo 
Game Show. 











Snake — Solid or not — will have more new moves and tactics 
that we could have ever imagined in MGS3. 

















Forget »7ed/ 
peaks -- |'m going 
to need a 
chiropractor after 
this level! 


Whether with fists or 
swords, Nina’s set to dish out 
some serious ass-whupping. | 
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MIXED MESSAGE 

Why do there need to be two versions 
of PS2 out there, one with a Network 
Adapter and one without? There's only 
a $20 price difference, and sticking 
with only the NA model would ensure 
that everyone from here on out has the 
ability to go online. 


HEY DUMBASS, 
IT’S LACK OF PARENTING, 
NOT GAMES 


The parents of two teens “inspired” by 
Grand Theft Auto 3 to go on a shooting 
spree are hoping to get a little green 
from the deep pockets of SCEA and 
the game's creators. Hopefully this, like 
similar cases (including the infamous 
“Pac-Man turned my teen into a pill- 
popping fiend”) will never go to a jury. 
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« This shot of the game’s single-player 
Offline mode really shows off the 
increased level of environment detail. 


e brought you the exclusive first look at Splinter Cell: Pandora 
Tomorrow back in PSM #73, and now we have the first actual PS2 
gameplay shots to further whet your covert ops appetite. 

The game has seen a big boost in environment detail (just check out that 
jungle setting) and the inclusion of an online cooperative play mode, which is 
also shown in these screens. Better lighting effects — is that even possible? 
— are also on tap for the game, which is slated for release next year. 


IT’S ALIVE! 











sn’t he/she/it adorable? Tri-Gai 
is a being of our own creation 
— a monster, if you will, with 
three separate bodies working in 
tandem to dish out devastation. 
Thanks to the team at Tecmo, 
you'll actually get to battle using 
Tri-Gai in Monster Rancher 4. Like 
previous games in the series, MR4 can 
generate monsters based on whatever 
disc you insert into your system. This 
time, that means CDs and DVDs. To 


edition of our DVD (available only 
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unlock Tri-Gai, you'll need the October 


A Tri-Gai: is it one monster or three? The answer, believe it or not, is both. 









v These three shots are from the 
game’s online mode, which promises 
some intense co-op play. 


WE'VE CREATED A MONSTER! 


at newsstands) and the courage to 
unleash the beast’s unlikely fury! 
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WERYTHIN 
UNS, CARS” 
FANCE. 
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‘Drive to survive through more 
than 30 chaotic missions. 






_ Control an arsenal of more than 30 
a vehicles and 17 potent weapons. 






















































































































































































































































































Take the ultimate challenge in 
2-4 player deathmatch. 
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~ RoadKill © 2003 Midway Home Entertainment Inc. MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC. ROADKILL is a trademark of Midway Home Entertainment Inc. All rights reserved. Microsoft, Xbox and the Xbox Logos are either registered trademarks 
a or trademarks of Microsoft Corporation in the U.S. and/or in other countries and are used under license from Microsoft. ‘PlayStation’ and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. TM, ® and the Nintendo GameCube logo are trademarks of Nintendo. 
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he second PS2 installment in Konami's popular 

Suikoden series is one of the big games being 

rolled out at this year’s Tokyo Game Show, but 
you won't have to wait for our full coverage of the 
event to get a peek at what it looks like. 

So far, the game looks to be taking a different 
visual approach from Suikoden III, particularly in its 
character designs (no giant ducks — yet). Gameplay 
details have yet to be revealed, but we'll have the 
latest on the game in next issue’s TGS 2003 report! 















A No, you’re not seeing things. That really does look like a cat in a letterman’s jacket on the right! 





oa av 


A The character and world detail is already a noticeable step up from Suikoden III. 


Translation: “Hey, buddy! Watch where you’re waving that thing!” 


















ROUND ONE: BACKGROUND 


Sephiroth: Lead villain from David Lee Roth: Lead singer 
| Final Fantasy VIL. from the original Van Halen. 





| Sephiroth: Created via a David Lee Roth: Created via a 
| secret DNA experiement. secret “vodka experiment” 


ROUND TWO: BEST KNOWN FOR 


| Sephiroth: Attempting to David Lee Roth: Covering that 
old tune Just A Gigolo” 










| Sephiroth: Having long white 
| hair and good fa! 


C. es 
~| a 


ROUND THREE: LITTLE KNOWN FACTS 


| Sephiroth: Look is often lifted David Lee Roth: Look is 
by other game characters. avoided by aspiring musicians. 


> Genk if 


David Lee Roth: Thinning hair 
hion sense. and a spandex fashion sense. 


=< = on Ay 





- — 










Sephiroth: One look-alike David Lee Roth: Look-alike | 
appeared in [Ae Bouncer was beaten up by a bouncer | 


"WINNER: SEPHIROTH 


papa rctsccccasiaeicimin 
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Cameron/Eglee Productions in association with Twentieth Century Fox Television. Dark Ange! TM & © 2001, 2002 Twentieth Century Fox 
_ & Film Corporation. All Rights Reserved. © 2003 Twentieth Century Fox Home Entertainment, Inc. “Twentieth Century Fox,” “Fox” 
~~ gnd their associated logos are the property of Twentieth Century Fox Film Corporation. All Rights Reserved. 
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“MOVING THE ACTION 
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2003 Ubisoft Entertainment. Based on Prince of Persia created by Jordan Mechner. All Rights Reserved. Ubisoft and the Ubisoft logo are trademarks of Ubisoft Entertainme 
the U.S. and/or other countries. Prince of Persia The Sands of Time is a trademark of Jordan Mechner used under license by Ubisoft Entertainment. "PlayStation" and the 
Family logo are registered trademarks of Sony Computer Entertainment Inc. TM, ®, Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. Microso 
Xbox and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or in other countries and are used under license from Microsoft. 
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Current Releases 


GENRE PUBLISHER 


GENRE PUBLISHER 
SE 2 CEA 


Februaru’s Releases 


TITLE GENRE PUBLISHER 


Vivendi 


You've found it: your one-stop spot for all the best stuff headed your way 
(Please keep in mind that release dates do change—don’t blame us if they do!) 





- _ the game still isn’t out there. Following Enix’s merger with 









One false 
move and you're 
to@st, vile 
“Checkpoint.” 









StarCraft: Ghost 
Blizzard Type: Action/Adventure Re! re: Winter 


Originally announced at last year’s Tokyo Game Show, this stealth- 
based game set in the popular PC real-time strategy universe 

has surfaced in playable form a couple of times, but never for 
PS2. To date, Blizzard has yet to even release any PS2 screens. 
Development is said to be going well, though, for early 2004. 





Rise To Honor 

Sony CEA Action Winter 

Sony Computer Entertainment's first high-profile PS2 game 
developed at its Foster City, California headquarters is coming 
along nicely, after receiving a warm response at E3. The 
unique dual-analog-only combat system is being refined, and 
the rest of the game polished to (hopefully) near perfection. 
We hope to have a hands-on with the latest version soon. 





Gran Turismo 4 
Sony CEA Type: Racing Release Date: Winter 


The monthly trickle of hot details on Sony’s next big racer 
continues to flow out of developer Polyphony Digital. This month, 
we’ve learned that there will be a new camera view showing your 
"2 car’s hood, effects such as exhaust flare, plus tire pressure adjust- 
ments, pit stops, and even mechanical/battery failures. 


Ster Ocean Ill: Till The End of Time 

Square Enix Type: RPG Winter 

Launched to an eager Japanese audience earlier this year, 
this epic RPG was plauged by imcompatibility problems with 
_ certain PS2 models. That’s been ironed out for the U.S. but 





Square, we can only guess that Square Enix wants to get Final 
Fantasy X-2 and Final Fantasy XI out the door first. 









Spider-Man 2 

blisher: Activision Type: Action Release Date: TBA 2004 
The secrecy surrounding Activision’s movie-game sequel is almost 
as tight as that around the movie itself. At E3, atendees could 
swing through the skycrapers of Manhattan. At San Diego Comic- 
Con (months later)? Ditto. Don’t hold your breath for much on this 
*/ anticipated game until more is released on the movie itself. 


1. CASTLEVANIA: LAMENT OF INNOCENCE 
Konami Konami CET Type: Action/Adventure 
It’s Castlevania. It’s in 3D. But, most importantly, 
it’s good. Konami didn’t reinvent the series this time 
around, but it’s still a grand action-adventure. 


2. SSX 3 
Pub: EA Sports BIG EA Canada Sports 
The snowboarding series that turned the genre on 
its ear is back, and it’s bigger, bolder, and much more 
inventive than the first two. Yes! 


3. KARAOKE REVOLUTION 
Konami sloper: Harmonix Type: Party 
if a game can get the socially-phobic PSM crew to 
belt out “Hit Me With Your Best Shot,” in front of 
strangers, you know it’s worth it. Party game nirvana! 
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Here’s a look at some of the hottest new gear 
and goodies you should keep an eye out for V The ZVUE! player may offer a glimpse 
of what we can expect from the PSP’s 


WEEKES DE AVE! (PlayStation Portable) movie playback 
deste miees functions. 





Rescers’ 
Most Wented 


TAL GEAR SOLID 3 








From: HandHeld Entertainment Konami . 
Price: $99.99 Konami KCEJ © 
Available: November TBA 2004 


Can’t wait for the PSP to watch micro-sized movies on the 
go? Available this holiday season, the ZVUE! player from 
HandHeld Entertainment might just be a true “glimpse of 
the future” 

The ZVUE! can play movies in its own video format 
(HHe) that are stored on read-only SecureDigital/ 
MultiMediaCards. Future plans call for enabling users to 
convert their own videos to HHe format. It has a 2.5” 
screen on weighs only five ounches, so it’s much smaller 
than the portable DVD players currently on the market. 

In addition to video playback, the ZVUE! can also play 
music in MP3 format. In this case, you'll be able to transfer 
music files from your home computer to writeable SD/ 
MMC cards, which will be available in various capacities. 

HandHeld Entertainment claims the ZVUE! will run for 
8-10 hours on 4 “AA” batteries — that’s four to five full- 
length movies worth. 


Snake can dress up as an 
alligator. How can this 
not be the best MGS yet? 






GRAN TURISMO 4 
Sony CEA 
Polyphony Digital 
TBA 2004 











PS2’s most anticipated 
racing sequel moves up 
a place in the pack. 





















2. Alias: Season Two 12/02/03 2. The Last Samurai 12/05/03 a == : 
LEGACY OF KAIN: DEFIANCE 

\W : : 
3. The Ben Stiller Show 12/31/03 3. Stuck On You 12/12/03 Eidos Crystal Dynamics 

jt3 November 

st Month —Kain’s in pain, but not down the drain. Er... 

4. The Jamie Kennedy Experiment: Season One 12/02/03 4. Paycheck 12/26/03 a : 
5. Star Trek Deep Space Nine: Season Seven 12/02/03 5. Peter Pan 12/26/03 


CASTLEVANIA: LAMENT OF INNOCENCE 
Konami D Konami 


Ay 7 
November | 


#9 
Last Month Crack that whip! Old-school ‘Vania is back! 


ee PDFunworld” tRsts ZA eae a 


TOP 10 PS2 GAMES TOP10PS1 GAMES OVERALL TOP 10 
FOR JULY FOR JULY FOR JULY 


1. NCAA Football 2004 1. Dragon Ball Z: Ult. Battle 22 1. NCAA Football 2004 (PS2) 





NEED FOR SPEED: UNDERGROUND 
EA De EA Black Box 

New November 

This Month!  {t looks hot, but will it out-play MCII? 





2. Grand Theft Auto Ill 

3. Grand Theft Auto: Vice City 
4. NBA Street Vol. 2 

5. Enter The Matrix 

6. Big Mutha Truckers 

7. Midnight Club Il 

8. Tomb Raider: TAOD 

9. Spider-Man: The Movie 

10. The Hulk 
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2. Final Fantasy Origins 

3. Beyblade 

4. Shrek: Treasure Hunt 

5. Bratz 

6. Mortal Kombat Trilogy 

7. Inuyasha: Feudal Fairytale 
8. Namco Museum Vol. 3 

9. Motocross Mania 

10. Yu-Gi-Oh! Forbidden 
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2. Star Wars: KOTOR (Xbox) 

3. NCAA Football 2004 (Xbox) 
4. Dragon Ball Z: Goku Il (GBA) 
5. Donkey Kong Country (GBA) 
6. Pokemon Ruby (GBA) 

7. Grand Theft Auto Ill (PS2) 
8. Pokemon Sapphire (GBA) 

9. Yu-Gi-Oh! Worldwide (GBA) 
10. GTA: Vice City (PS2) 


















CAST YOUR VOTE! 
Visit www.psmonline.com and pick your most wanted 
game from our list of the hottest upcoming releases. 
We'll tally the results, and print ‘em here each issue! 














“The best Legacy of Kain 
installment yet” 


(- Gamespy 





é ies 


; ‘ ‘ * 
“This game will own your soul. 


It already has ours” 
-IGN 
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~_. Utilize powerful telekinetic abilities to hurl Engage in thrilling combo moves using As Kain or Raziel, feed your dark hunger 
enemies into objects, impale them on puysi agility, telekinesis, and the by sucking the blood and devouring the 

__ sharp objects, or throw them off ledges. ormidable Reaver blade to destroy souls of enemies to survive. 

a : ake}ce (some) Mtltletrclimeclirem'ltre(sr-(e Belay ilies 
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PlayStation. GAME BOY ADVANCE 


“INTERNET CONNECTIVITY required. Online game play available for the PlayStation@2 computer entertainment 
system only. PlayStation 2 online play requires Intemet connection and Network Adaptor for PlayStation 2 (sold separately). 


© MMI New Line Productions, inc. All Rights Reserved. "The Lord of the Rings: The Return of the King” and the names of 
the characters, iterns, events and places therein are trademarks of The Saul Zaeniz Company d/b’a Tolkien Enterprises under 
license to New Line Productions, Inc. Game code and certain audio visual elements © 2003 Electronic Arts inc. All rights 
reserved. Electronic Aris, EA, EA GAMES and the EA GAMES logo are trademarks or registered trademarks of Electronic Arts 
Inc. in the U.S. and/or other countries. “PlayStation” and the °PS" Family logo are registered trademarks of Sony Computer 
Entertainment inc. The Online icon is a trademark of Sony Computer Entertainment America Inc. Microsofl. Xbox and ine Xbox 
Logos ars either trademarks or registered trademarks of Microsoit Corporation in the U.S. and/or cther countries and ara used 
under license from Microsoft. TM, ® the Nintendo GameCube logo and Game Boy Advance loge are trademarks of Nintendo, 
© 2007 Nintendo. All other tradamarks are the properly of their respective owners. EA GAMES" is an Electronic Aris™ brand. 
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NEW LINE CINEMA 





Visit: www.lordoftherings.net 
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THE RETURN OF THE KING 


)\Be te fero. 










9 playable heroes including Carica, Frodo and Aragorn. 
Team up with co-op iid mode. Go online’ with PS2. 
IS interactive environments from Minas Tirith to The Crack of Doom. 
Enemies include The King of the Dead Shelob, and The Witch King. 


Choose your path at cagames.com 
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Violence 








y He's delivering a warm welcome 
to evil bots everywhere. 





wuaeuse.metalarms.com 


© 2003 SIERRA ENTERTAINMENT, INC. ALL RIGHTS RESERVED. SIERRA, THE SIERRA LOGO AND METAL ARMS ARE REGISTERED TRADEMARKS OR TRADEMARKS OF SIERRA ENTERTAINMENT, INC. IN THE U.S. AND/OR OTHER COUNTRIES. VIVENDi UNIVERSAL GAMES AND THE VIVENDI 
UNIVERSAL GAMES LOGO ARE TRADEMARKS OF VIVENDI UNIVERSAL GAMES, INC. “PLAYSTATION” AND THE “PS” FAMILY LOGO ARE REGISTERED TRADEMARKS OF SONY COMPUTER ENTERTAINMENT INC. XBOX AND THE XBOX LOGOS ARE EITHER REGISTERED TRADEMARKS OR 
TRADEMARKS OF MICROSOFT CORPORATION IN THE UNITED STATES AND/OR OTHER COUNTRIES AND ARE USED UNDER LICENSE FROM MICROSOFT. TM,® AND NINTENDO GAMECUBE ARE TRADEMARKS OF NINTENDO. © 2007 NINTENDO. DEVELOPED BY SWINGIN’ APE STUDIOS. 
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we duffed a 


Whoops! Looks like wer despite our 


mpatible, $0 our 
_ Also, Tiger Woods PGA 


couple things last issue — 
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GAME INFO PUB EA SPORTS BIG 





| DEV EACANADA | TYPE SPORTS | MAX PLAYERS TWO | ESRB RATING EVERYONE _ 
















nd the screenshot 


apologies t0 anne: by EA Redwood i it was an honest ¥ Superpipe challenges are 
Tour 2004 was dev ion, not the PS2 version. Hey, bit as good as 4 just one of the many great 
was from the PC ee na ps2 version looks every EA Redwood be | new additions to the already 
mistake — after . io) ogies go out to E’', et get it " e ; incredible SSX series. 


PC. Anyhow, ou 
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SCORING 


CLASSIC 


A rare gem; Our highest 
recommendation 


OUTSTANDING 


One of the belter games this year 


VERY GOOD 


You can’t go wrong 


GooD 


A solid game 


Kind of fun, but no big deal 


S0-S0 


You've got to love the subject matter 


LACKING 


Big flaws really hurt this game 


BAD 


Not fun at all 


AWFUL 


This game is an insult 


WHY? 


Why would anyone do this to us? 


e take our reviews very 

seriously. We spend hours upon 

hours playtesting each title so 
that we can give you the absolute best 
information to help you buy. 

Games that score an 8, 9 or 10 earn 
a Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand these beauties 
out easily, so if you see one on a review, 
a game box or advertising, you'll want to 
be sure to check that game out. 

Finally, when looking up past scores, 
keep in mind that older games usually 
wouldn't fare as well if they were 
reviewed today. 


og, and you readers. 
right next time. 
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ay back in PSM #39, we declared the original SSX the best game 
available on PS2. Now two games, three years, and 39 issue later, 
we're back to say that... well, SSX 3 isn’t the best PS2 game ever, 
but it’s definitely one of the very best — and a massive improve- 
ment over the original (and SSX Tricky) in every respect. 





TRICKED-OUT 
For SSX 3, the designers re-thought every little detail, fixed all 
the annoying little problems, and then let their imaginations 
run absolutely wild to create an entire three-peak mountain 
that’s a snowboarding and racing fan’s dreamland. Gone are 
the giant fans and moving obstacles of the Tokyo Megaplex, 
but the races are packed with more shortcuts and trick 
opportunities than ever. There are also a lot of level events, 
such as rolling boulders, avalanches, and falling trees. Simply 
put, the courses are absolutely brilliant. 

New in SSX 3 are Big Air and Superpipe challenges: short 
events that really put the game's beefed-up and outstanding 
trick system through its paces. You can also perform hand- 
plants and vaults (useful for finding hidden shortcuts), but 
the biggest addition is the board press: using it, you chain 


4. You can customize each boarder’s ubertricks in addition to their stats 
and appearance. Now it’s time to get a little crazy... 
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<< THE GAME’S DESIGNERS LET THEIR 


IMAGINATIONS RUN ABSOLUTELY WILD >> 





together multiple tricks into one long 
string... one that can even last the 
entire run. The combat system is also 
much improved. 

There are also 150 Big Challenges 
to complete, each one a “mini-event” 
designed to put your skills to the test 
by completing certain objectives. Rival 
challenges are one-on-one races in 
the back country, and Jams are timed 
solo races from the top to the bottom 
of each peak By the end of the game, 
you'll encounter a nearly 30 minute 
run from the mountain’s summit. 


OUTFITTED, ONLINE, 
OUTTA SIGHT 


All the while you’re competing, you're 
finding and earning cash. The money is 
used to upgrade your rider’s stats and 
buy new gear. It might seem like a little 
thing, but the amount of customization 
the selection of clothes, accessories, 
and board designs really adds to the 
game. You can also use your cash to 
buy locked riders (like, say, Eddie from 
SSX Tricky), new ubertricks, and loads 
of bonus material. 

Now comes online play. It’s simply 
one-on-one or two humans versus 
four CPU opponents (we'd have loved 
true six-player races, all with real 
players), but the ability to set your own 
race rules and trash talk over a USB 
headset while racing really makes it 
a blast. 

Finally, there’s the fact that the 
game looks and sounds so much 
better than the first two. New effects, 
such as glistening snow, true 3D 
board wakes combine with great 
lighting and a rock-steady 60fps 
framerate for one very gorgeous, fast, 
sharp-looking game. 

In the end, SSX 3 is a whole lotta 
game. And trust us: earning 100% 
completion (and thus “owning” the 
mountain) is one of the most rewarding 
feelings in modern gaming history. EA 
has really made SSX 3 a game that 
can be equally enjoyed by snowboard- 
ing and racing fans. It’s an amazing 
achievement in all respects, and one of 
our all-time time top picks for PS2. 

RANDY NELSON 


A Urban races return, and there are just as 
many crazy alleyway shortcuts to seek out 
as before. 





POWER-UP OR DRESS-UP 


You get cash for nearly everything you 
do in SSX 3. The money can then be 
used to increase rider stats, change 
their appearance, and even unlock 
new riders, artwork, and music. 


Tats! $0 Sent a Cha : s 
From firemen hats to bunny ears, each 
character has their own unique accessories 

to buy. 


Stat upgrades cost money. The more 
advanced you get, the higher priced the next ae ——— 





> Rail ubers like 
this one are some of 
the more incredible- 
looking tricks you can 
perform. = 














A Just because the visual style is more 
realistic doesn’t mean you won't see lots of 
: the series’ trademark pyrotechnic effects. 
A Big Mountain is incredibly 

designed and looks great. You can - &, #, 
see for miles! f wi 


HOW IT STACKS UP 
5SX 3 
Tony Hawk 4 


CLASSIC 


Simply the best snowboarding game ever. 
Amazing courses, stunning graphics, loads 
of challenges, and perfect control earn 
SSX 3 our highest recommendation. 


PSM BREAKDOW 


1 EKsriat - 
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SSX Tricky 
Downhill Domination 


Wakeboarding Unleashed 


























An up-close look at 
the game in action 


4 There are now 
three levels of 
Ubertricks, You 
See UD 
am) for your character. 


| -< The snow 
sparkles, you 
board leaves a 
|} 3D wake, and 
ss | the whole thing 
<4 The scenery is runs at 60fps. 
more realistic, 
but the courses 
are anything 
but tame. 


-¢ Board presses 
allow you to 
link together 

n) tricks to create 
insanely long 
chains. 


O) fo rusia 
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The mission is official. Revenge is personal. 
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“Extensive arsenal of weapons: crossbow, throwing stars, 
sniper rifle, frag grenade, silenced pistol and more 








8 action-packed missions in 8 diverse environments test 
your ability to survive- and succeed - in any situation 





Cutting-edge spy tools, including V.I.5.E.R., flycam, thermal 
optical camouflage, retina scanner and adrenaline boost 





Covert moves let you suspend from ceilings, hide in shadows or 
inside objects, and slide against walls to peer around corners 


Nikki Connors lost everything when the world’s most brutal terrorist 
organization killed her family. Now she’s a member of Phoenix, a 
covert agency dedicated to counter-terrorism — but she also has a 
mission of her own: revenge. With unsurpassed skills, weapons, and 
tools for concealment, she’s ready to settle the score. 
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A Sometimes, the less dynamic camera 


angles are the ones giving you the best view 


of the action. 


nae 


& It’s not all hardcore simulation — you can 


unlock some crazy duds, a la Virtua Fighter 
4 Evolution. 






hoosing 2002’s top 
basketball game was 
difficult. This year it’s 
easy. The problems (stiff 
and slow gameplay) 
that knocked NBA 2K3 from the 
top spot have been reexamined 
and almost entirely fixed, enabling 
it to reclaim its crown as king of the 
courts. ESPN NBA Basketball (think 
NBA 2K4) plays much faster than 
before and you can finally run the 
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| MAX PLAYERS FOUR : ESRB EVERYONE 


4 The player faces are stunningly real, but that’s nothing compared to the gameplay. 


transition game. Additionally, using a 
system not entirely unlike NBA Live’s 
trend-setting Freestyle control, you 
can learn lethal new moves designed 
to fake the jock off your defender — 
although this doesn’t actually happen, 
so you needn't worry that you might 
see something unintended if you to 
use them. When you add this to the 
franchise's already brilliant simulation, 
strategy and Al, you end up with a 
phenomenal gameplay package. 

In terms of extras, the new 24/7 
Mode is the best new training feature 
since Madden’s Mini-Camp. It’s addic- 
tive and has tremendous replay value. 
You can also randomly shuffle players 
or fantasy draft your team before 
each game. It’s a fantastic equalizer 
when you're playing that guy who'll 
only play as the Lakers. The Franchise 
Mode, relaxed-rules Street Mode, 
and Online play add significant life to 
a game which wasn’t lacking depth 
to begin with. There are also enough 
Strategy options, gameplay sliders 
and coaching tricks to keep even us 
basketball nerds occupied. 

ESPN scores visually as well. The 
player models are stunning and 


the animations are silky. Plus the 
presentation, instant replays and 
commentary are all excellent as usual. 
The only downside is that the game 
tries a little too hard to “loosen up”. 
Charging penalties are over-called, 
shot blocking is too easy and it’s 
always painful when your center 
attempts a full court behind the back 
pass. Unless, of course, it’s Shaq, in 
which case, we tend to just sigh at his 
wonderful decision-making — “the 





A We’re not saying the Lakers are going to 
walk away with it this year, but the Staples 
Center will definitely be a tough place to 
play some winning ball. 
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Big Aristotle” indeed. 


When you're the best, you don’t 
have to try to look cool... you just do. 
JOHN MARK CUSEY 





4 The new 24/7 mode is not only addic- 
tive, but by the time you finish, you'll be a 
much better player. 


HOW IT STACKS UP 
ESPN NBA Basketball 

NBA Live 2003 

NBA Street Vol. 2 

NBA 2K3 

NBA Live 2004 








OUTSTANDING 


ESPN Basketball treads the fine line between 
simulation and arcade play — and pulls it 
off. It’s quite simply the best hoops game on 
the PS2. 


. GAME INFO PUB THO § DEV KUJU | TYPE SHOOTER 


‘ " 


Ws Ni 


A The Warhammer tabletop game has already fleshed out the history and 
backstory of the game universe, providing great source material for the plot. 


WARHAMMER 40,000: 


THQ and Kuju combine for one of hoe best uses of an 
existing license this season 


reat online PS2 
games are slow in 
coming, but add one 
to the list. Based 

on the Warhammer 
40,000 universe and sporting 

an entirely original game engine, 
Kuju Interactive’s Warhammer 
40,000: Fire Warrior is not only 
one of the most responsive and 
playable FPS titles to come down 
the PS2 pipeline in 2003, it’s 
also one of the best online titles 
of the year. 

Dark and gothic, the game 
seats players in the role of a 
budding Tau warrior named 
Kais. Caught in the middle of 
a war between two races, Kais 
must successfully complete his 
first mission as a soldier or an 
entire civilization could perish. 
From the very beginning, Fire 








A Like most shooters, this is a low- 
gamma game. However, this just serves 
to show off some great explosions, and 
there are a few brightly-lit locations to 
keep things from getting stale. 


www.psmonline.com 
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Warrior’s 20-level single player 
campaign is fun, entertaining, and 
heavy on the narrative, with truly 
impressive, Medal of Honor-like 
scripted events. 

There's also plenty of action, 
with hot lead and hotter plasma 
flying through the air everywhere 
you turn. Be warned: this is 
based on a tabletop wargame. As 
a result, Fire Warrior boasts some 
of the smartest FPS opponents 
we've seen on a console, and it’s 
not unusual to see them utilizing 
actual true-life battle tactics. 

Get your fingers and reflexes 
ready for a hefty workout — Fire 
Warrior is a brutal experience 
even when played on the easiest 
of difficulty settings. 

There are still plenty of other 
positives to mention, as well: the 
visuals are incredibly good, with 
nice texture detail, lots of visual 
variety, and only the occasional 
frame drop. Plus, online 
options are robust: there are 17 
completely different weapons, 


including a rail driver that has 
proven so popular in Fire Warrior 
that it’s being incorporated into 
the tabletop version of the game, 
excellent Deathmatch maps, and 
clever stage design. Heed this 
phrase: Warhammer kicks some 
SeriOUS ass. JEREMY DUNHAM 





A Graphically, it’s almost hard to 
believe this is a PS2 game. The framer- 
ate is solid and the textures look great. 





|Warhammer 40,000: FW 
TimeSplitters 2 
Medal Of Honor: Frontline 
Red Faction Il 
Mace Griffin: Bounty Hunter 
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FINAL SCORE 


OUTSTANDING 


Responsive controls, awesome arti- 


ficial intelligence, and a presentation 
that truly rocks are only some of the 
reasons you should own this game. 
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Se © RECRUTT. THEM TRAINTIHEMLEAD THEM TO VICTORY” 


i. aa In our nation’s darkest hour, true Americans cry out for a hero to free a war-torn 
eee Manhattan from invading forces. Rise through the ranks of the resistance and 
recruit an army of Freedom Fighters to take the war to the streets. 
They ve taken away our freedom. Now it’s time to take it back. 








ty A unique Recruit and Command” system lets you lead up to 12 urban guerillas 
‘tr Wield an arsenal of weapons and other tools of the revolution 
ok Intense 3rd-person action on the streets of New York $4 player split-screen mayhem 
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Beyond madness, beyond evil, 
and a master in the deadly arts of war 


the mastermind Sin Tzu is driven by a lone desire - to conquer. 
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cadeaael 


Sin Tzu, cunning master of strategy and | AWESOME 
martial arts, makes history as the first 


Batman character to debut in a videogame. 
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Play as Batman, Robin, 
Batgirl, or Nightwing. 





Replay previous conquered 
levels to beat your previous score or go up against 
a friend in Survival of the Fittest or Token Monger 


Play solo or multiplayer game modes. 
recruit a friend to defend Gotham City from the DISROVER THE ORIGIN OF SIN TZU AT: 
new rising evil. 3 
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Vit PUB EA | DEV EA CANADA i TYPE SPORTS | MAX PLAYERS EIGHT | ESRB RATING EVERYONE 





A The announcer grabs a telestra- 
tor and draws out some of the cool 
replays. Awesome! 


A With Off the Ball control, there’s 
no more waiting for the Al to 
position itself. 


a 4 The FIFA Seine icicles an 
absolutely massive number 
of players. 


FIFA SOCCER 2004 


The footie war heats up 


iring back at Konami’s 
excellent Winning Eleven 
6, Electronic Arts Canada 
has packed FIFA 2004 with 
a whole plethora of new 
and improved features. And while it 
may still fall a bit short in terms of 
the gameplay engine when compared 
to Konami's offering, the options and 
game modes available in FIFA 2004 
are more than enough to keep it neck 
and neck (or foot, as it were) with 
the competition. 

Enhancements are numerous: 








-Y The cartoon player design and 
super dunks are cool; the lack of 
ae in this series isn’t. 


NT a ae 


ack in the glory days of 
the SNES, there was no 
sports game more cutting 
edge than NBA Jam. It 
even spawned an entire 
sub-genre of arcade-focused sports 
titles. The thing is, its descendants 
kept maturing while the Jam series 
stood in place. 

Sure, this version is the best 
looking and best playing Jam yet. 
The graphics are smooth, the big- 
headed character models are cleverly 





refined player controls, smarter Al, 
and a better focus on defense should 
please the simulation fans, and 300- 
plus crowd chants, accurate stadium 
recreations, and cinematic-quality 
camera angles set a new standard for 
the presentation geeks. Teams are 
robust as well, with over 500 official 
licenses, 16 different leagues, 500 
teams, and an astonishing 15,000 
very lifelike players. 

Other strong additions this year 
include robust online play elements 
and one of the better franchise 






Tne nln, al ae 






A Your characters can burst into flame 
— wear asbestos clothing. 


court “hot spots” that torque up 
the excitement. 

Despite these upgrades, NBA 
Jam feels too familiar. It takes only 
minutes to revert to old strategies 
and playing styles. Even the com- 








A The player models, faces, and animations are some of the best 
you'll find in any sports game on any platform. 


modes that we’ve seen. However, 

our favorite new feature is “Off the 
Ball” control, which enables you to 
simultaneously maneuver not just 
the player with the ball, but another 
player as well, setting up some truly 
spectacular passes and combinations. 


The only real downside to FIFA 
2004 is its control setup, which 
never feels as responsive or speedy 
as the majority of EA’s other sports 
franchises. But this handicap is only a 
minor dent in an otherwise excellent 
product. JEREMY DUNHAM 


Ws ace 


The FIFA vs. Winning Eleven debate will 
definitely continue, but EA Canada’s latest is 
big and deep enough to fan those flames of 
controversy to a new high. 








PUB ACCLAIM | DEV ACCLAIM | TYPE SPORTS | MAX PLAYERS FOUR | ESRB EVERYONE 
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A Bill Walton — we hate his commen- 
tary, but he was a pretty good player. 


. 33 — 


3 ‘ 





A The super-dunks come complete with 
some massive pyrotechnics. 


¥ The parquet 
floor in 
Minnesota looks 
nice from up at 
rim level. 


NBA JAM 


Sfill jammin’, buf no longer 
in Fune 










mentary, which was brilliant in its day, 
fails to bring anything substantially 
new to the table (“Boomshakalaka!” 
loses its edge after a decade or 

so). There’s a Legends mode, but 
we've played Dr. J in so many games 
before, it’s not much of a thrill 
anymore. After a few hours, you'll 


search the menus in vain, hoping for 
more modes or additional content. 
Compared to modern arcade 
hoops games like Street Vol. 2 and 
its ilk, Jam is yesterday's news. Fans 


OKAY 


The great Jam gameplay is represented here, 
but compared to more recent arcade basket- 
ball games, this title is dated. 


designed and the super-dunks are 
more astounding than ever. In terms 
of gameplay, Jam is still addictive, 
with insane alley-oops and on- 


may find sentimental appeal here, 
but Jam just doesn’t have the depth, 
features, or ambition level of its 
descendents. JOHN MARK CUSEY 


a SCORE 





46 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #78 DECEMBER 2003 / www.psmonline.com 


GAME INFO 


A. We didn’t think Dallas could get any deeper, but the addition 
of Jamison did the trick. They'll be tough to beat. 


n basketball, it’s called a 
drop-step, but everyone 
else calls it ‘taking a step 
backwards’. This year NBA 
Live drop-stepped. The 
2003 version was incredibly fun, 
but considered by hardcore fans 
to be an unrealistic dunkfest. In 
response to that criticism, Live 
2004 beefed up its defense, so 


now you'll earn those dunks. New 


A — Spree’s move here, Live’s not 


a dunkfest this year. You’d better be 
ready to play some defense. 


A Freestyle control still rocks, and 
gives you the tools to break down a 
defender using dribble moves. 


www.psmoniline.com 
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isn’t totally shuttered, 
but the end result is 

a game that feels less 
sharp and less intuitive 
— a drop-step. 

That’s not to say we don’t 
enjoy the way Live moves. 
Freestyle control is still awe- 
some and the transition game is 
the best we’ve seen. Separating 
the dunk and jumpshot over 
two buttons was a masterstroke 
— the computer doesn’t make 
the call for you. This provides 
unique gameplay situations as 
you decide between pulling up 
for a jumper or making a leap for 
a dunk. The commentary system 
has been overhauled, and sounds 


year, but they seem 
abnormally large 
and their anima- 
tions are rough. The 
visuals are also affected 
by oppressive slowdown that 
dampens the overall immersive- 
ness of this game and impairs 
the flow of the action. Also, 
Live lacks depth on the scale of 
ESPN Basketball’s 24/7, and even 
its franchise mode seems light. 
Compared to Sega’s game, Live is 
a little thin, a touch less attractive 
and a tad unrealistic. It’s still quite 
good, but for basketball fans, it’s 
the second choice this year. ~ 
JOHN MARK CUSEY 3 





Legend Mode: Ji; New Arena Challenge 
much better and more dynamic . - Pa e 
7 4 
than before. Live also features HOW IT STACKS UP sel let dasophia cad reat 





' a . e 
online action and the best — 


play-calling system going. It’s 
fun to play. 

Unfortunately, it’s not much 
fun to look at. The player models 
are more impressive than last 


ESPN NBA Basketball 
NBA Live 2003 
NBA Street Vol. 2 
NBA 2K3 

| NBA Live 2004 


Stiffer gameplay, clunkier graphics and 
FINAL SCORE 





‘ www.koei.com 
a lack of competitive depth conspire 


to keep this franchise from repeating 
as the top hoops game. 


The KOEI logo is a trademark or a registered trademark of KOEI Co., Ltd 
in Japan, the U.S. and/or other Countries. Dynasty Warriors ts a 


registered trademark and Xtreme Legends is a trademark of KOEI Co., 

Ltd in the U.S. and other Countries. ©2003 KOEI Co., Lid. All rights h 
reserved. “PlayStation” and the “PS” Family logo are registered t 
trademarks of Sony Computer Entertainment Inc KOEls 25th Anniversary 
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Level Six Ignition Pad 3.0 & 3.1 





se REVIEWS 


DANCE PAD REVOLUTION 


So hot, they’ll melt the soles of your sneakers. 





Everybody who’s ever played Dance, Dance, Revolution in an arcade knows 
that the flimsy, basic pad that the home versions sometimes come with 
just doesn’t cut it. Luckily, we’ve found upgraded dance pads out there for 
every budget. Viva la Revolution! 


Price: $46 
www.levelsix.com/ddrstore.shtml 


Red Octane Ignition Pad 2.0 
Price: $99 : 
_ www.redoctane.com/ddr.htm! a 


SAG, 


; WY 4724 2 mous 








> For an entry 
level pad that 
still beats the 
hell out of the 
basic pads, try 
the Red Octane 
or Level Six aoe ee r 


Price:$199 
www.redoctane.com/ddr.html 


e’ll cover these two pads 
together because they’re © 


7 nearly identical. Both are 
constructed using a two-piece prin- 
ciple: the stomp sensors and other 

_ electronics are encased in an outer 
~ sleeve, which has a non-slip under- 
coating and a zipper all around its 
/ edge. This wraps around the second 
_ piece, an inch-think pad of foam, 
which comes in two types: “dense”, 
and the even more dense “hard”. We 
recommend hard. 

Both pads offer a substantial 
increase in performance over the 
standard, bath mat-style DDR pad. 

_. For example, both use larger pressure 
- switches, whose wider “live” zone 


will register even if you don’t step 
squarely on the arrow. Both feature 
reinforced, slightly raised “buttons” 
under the arrows to help you fee! 
your way around, and both have six 
red LEDs on the pad’s head that blink 
every time you step on a panel. 

To be honest, we're not quite sure 
why there’s such a big price difference 
between these two pads. The Red 
Octane model supposedly has higher 
quality pressure sensors, but in our 
playtests, both pads seemed to per- 
form equally. However, Red Octane 
was the first to manufacture this pad 
and does a lot to cultivate the DDR 
culture, so die-hards may want to go 
with them on principle. 


down anyhow. 


sturdiness was unfounded. 


Red Octane Metal Pad 








A The Red Octane Metal Pad 
has a one-piece frame that 
weighs around 40 pounds. 


shipping, but we’re pretty convinced that Red Octane has taken 

care of that problem with this model. It has a super-solid, one- 
piece steel frame, with three unused panels completely replaced by gleam- 
ing metal plates. A layer of non-skid EVA foam on the bottom makes sure it 
stays where you put it, and the arrow inlays, which are protected by sheets 
of Plexiglas, are nice and high-res. LEDs embedded in the white stripes 
that border each panel light when you step on that particular arrow 
— they don’t show through the white very well, but we almost never look 


bog ard pads are notorious for taking an absolute beating during 


Despite its quality, there are a few things we didn’t like about the Red 
Octane Metal Pad. The Start and Select buttons have been moved to a 
breakout box that was both fragile looking and hard to hit with a foot, the 
Saran Wrap-like packing material that coated the Plexiglas panes left a 
nasty residue when removed that we still can’t get off, and the panes them- 
selves tend to flex a little more than we'd like when stepped upon. However, 
the pad held up just fine during testing, so perhaps our concern about its 


Speaking of our testing, the most important thing of all is that this pad is 


difference during gameplay. 


Cobalt Flux Hard Pad 
Price: $299 
www.cobaltflux.com of Plexiglas) laid over frames made 
of sheet metal. Durable? The Cobalt 
web site claims that you could drive 
an SUV over it — we didn’t try that, 
but we can testify that it arrived to us 
without a single scratch, even though 
the styrofoam frame that encased it 
was broken (thanks, UPS!) It’s also 
surprisingly cool looking, although 
the arrow inserts are a tiny bit fuzzy 
around the edges, 


his very expensive 
pad proves the truth 
in the saying, “You 
get what you pay for”. It 
features a solid wooden 
base with galvanized steel 
corner brackets, and the 
panels themselves are 
made of lexan (a super tough form 





A The hottest of the hot 
rods we test drove was the Cobalt Flux 
Hard Pad — it’s expensive, but it rocks. 
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notably more responsive than either of the foam pads, which really makes a 





Of course, performance is the big 
thing, and the Cobalt Flux is easily 
the highest-quality pad we tested. 
The arrow panels feel incredibly solid, 
giving us no qualms whatsoever 
about jumping or stomping on them, 
yet they’re wonderfully responsive 
and can be triggered with a single, 
feather-soft tap of the toe. The panel 
didn’t slide in our tests, but came with 
non-skid sticky pads you could attach 
to the bottom if needed. If you can 
afford it, this is the pad you want. 
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ane — you | hear us, Aiken? 
NOTHING! NADA! 


KARAOKE 
REVOLUTION 


ith Karaoke Revolution, Konami has 
Wie enabled big talkers, American 

Idol wannabes, and people who 
simply don’t embarrass easily to put their 
money where their mouths are. The results 
aren't always pretty, but it’s still a blast. 

The concept of Karaoke Revolution is as 
simple as that of karaoke itself. Your onscreen 
avatar (there are several to choose from, 
though none are terribly interesting or energet- 
ic) performs a song, and you provide the vocals 
using the PS2’s USB headset, doing your best 
to match the pitch and duration of each note. 
If you belt it out like Reuben Studdard, the 
crowd gets into it, pumping their fists in the air, 
and your stage shows improves, adding bet- 
ter lights, maybe even fireworks. On the other 
hand, if you sound like Roseanne Barr singing 
the national anthem, they'll throw bottles, 
leave, or just boo you off the stage. 

That's all there is to it, really. A meter 
onscreen shows how you're doing, and even 
reminds you of the words to the song, but this 
isn’t critical — you can sing any words you like, 
as long as they match the melody and rhythm 
of the actual vocals. You can also sing an 
octave higher or lower, for those who tremble 
at the thought of those high notes in “Wind 
Beneath My Wings”. Speaking of which, the 
playlist is over 30 songs deep, ranging from 
“Girls Just Wanna Have Fun” and “When a 
Man Loves a Woman” to more recent fare like 
“How You Remind Me” and “One Week”. The 
vocalists are all sound-alikes who aren't always 
dead-on, but we think it’s safe to say there’s 
something here for everyone, and even if you 
don't love every song, you probably still know 
all the words, like it or not. 

That's a good thing too, because this is a 
game built for multiplayer. Single player? The 
appeal wanes. But toss this into a roomful of 
people, and the party starts bangin: Now, how 
long do you think it’ll take before Konami com- 
bines DDR and Karaoke Revolution? Watch out, 
Mr. Timberlake — we're coming for you. 

ERIC BRATCHER 
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VERY GOOD Serious mul- 
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« kill. switch may have the most intuitive implementation 
of ducking, covering, and blind firing that we’ve ever 
played, even more so than Time Crisis. 


kill. switch 


game mechanic from Namco’s Time 
_ Crisis series and incorporates it into 

a third-person shooter. Players control a crack - 
marksman named Bishop who is sent to vari- 


Ke ev ir) CLM ti mil Cd @-liemany 1g 


_ ous places across the globe, dealing out justice 
_ from the end of a rifle. The game begins with 


neither Bishop nor the player understanding 


_who he is, and Namco is betting that the title’s 


intriguing plot will help sell this title. They’ve 
also embargoed PSM from revealing any spoil- 
ers. They needn’t have worried: to wreck the 
Story, we'd have to be able to understand it. 
Bishop finds himself in some rather nasty 
firefights as he travels the globe, but survives 
because he uses the environment for protec- 
tion. Simply pressing a shoulder button causes 
Bishop to put his back to a wall or crouch 
behind cover. Players can shoot blindly while 
still remaining protected, or they can tempo- 
rarily expose themselves to enemy fire but 
increase their accuracy exponentially. Grenades 
can also be lobbed blindly. The blind firing/ 
leaning mechanic is intuitive anda snap to 
pull off, and players will be landing headshots 
before they finish the training level. 
Unfortunately, it’s also the only thing the 
game does really well, and the mechanic is 
used over and over. On the first level it’s a 
blast, but by the later missions it becomes 
obvious that there is nothing else to break up 
the gameplay. Players open doors, collect key- 


- cards and occasionally use mounted machine 

~ guns, all of which lead to more of the duck and 

— cover situations that Namco has perfected in 
_the Time Crisis series. kill. switch was designed 

- to have a distinctly arcade-like feel, and it 





does — it’s just that the elements that give the 
game its arcade-like quality also make it feel a 


_ bit shallow when compared to other games out 


there whose gameplay boasts more variety. 
There are other problems with kill. switch 
which greatly detract from the experience. 
Graphics are fairly nice, but the weapon them- 
selves are typical. Even worse, enemies clip 
and shoot through walls, and being killed from 
an unavoidable RPG to the face gets old, fast. 
DOUG TRUEMAN 


OKAY kill. switch is a one- 
trick pony that may tide you 
over for a while. 
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A Tactical positioning is critical in Gladius. You should 
never let yourself be surrounded. 


GLADIUS 


hen you think LucasArts, you think 
Wie Wars. But if Gladius is any 

indication, the company has plenty 
of other good ideas as well. As a completely 
turn-based RPG with heavy strategy elements, 
Gladius’s incredibly deliberate pace will try all 
but the most hardcore RPGer’s patience. Still, if 
you give it a chance, there's a lot to love. 

You control either Valens, a soldier of 
Imperia (Rome, basically) or Ursula, a barbarian 
(read: Viking) princess with a mysterious power. 
Each has their own story, but the main point of 
both plotlines is that you run a gladiator school 
and you're trying to battle your way to victory 
in the gladiator games. Oh yeah — and some 

bloodthirsty god who almost 


/ SoM killed the whole world is mak- 
Pp | ing an effort to be reborn too. 
musT-BUY Anyhow, you can recruit 
BRONZE dozens of humans and beasts 
into your party, each with 
unique and fully customizable weapons, skills, 
and spells, which you'll use against undead 
skeletons, barbarians, and various other uglies. 
Gladius is huge, easily 80 hours long, and 
its main emphasis is on arena battles colored by 
several layers of tactical depth (elevation, magic 
| affinity, position in relation to target). Moreover, 
the individual matches vary from the basic “kill 
everyone else” goal to King of the Hill, Destroy 
the Most Barrels, Points Battles (cause the 
most total damage points), and more. And the 
reliance on the turn-based system means that 
victory will be earned as much from battlefield 
positioning as it is from your characters’ stats. 
Gladius isn’t perfect, but its shortcomings 
are minor. The same battle music plays before 
every match, quickly driving you insane, and the 
main characters could use a few more anima- 
tions — Ursula adopts her half-crouched battle 
pose anytime she’s standing still, which seems 
out of place when she’s just having a pleasant, 
Casual conversation during a cut scene. There 
are occasional minor camera problems, and 
while the setup story is compelling, the narra- 
tive takes a back seat to the combat, so don’t 
go looking for a Final Fantasy-style plotline. 
Ultimately, though, these weaknesses are swept 
away by the sheer size and depth of the game. 
RYAN MCCAFFREY 


HEAT 


VERY GOOD Any patient 


fan of strategy games or 
RPGs should love this. 
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A Pretty graphics, big explosions, and some killer multi- 
player — we smell a sleeper hit. 


METAL ARMS: 
GLITCH IN THE 
SYSTEM 


f Metal Arms was a first 

party game, main char- 

acter Glitch could have 
easily been a system mascot. 

A little mining robot made of spare parts, 
Glitch oozes personality and bursts with atti- 
tude. He definitely has that certain something 
that forces you to root for this little guy right 
from the start, no matter what the odds. Which 
is a good thing, because the odds are consider- 
able: an entire army of enemy robots is 
invading his planet, and it’s Glitch’s job to save 
the day. 

Played from a third person perspective, 
Metal Arms looks and feels like most third 
person shooters. As Glitch, the player will have 
18 different weapons at their disposal, from old 
standbys such as rocket launchers to advanced 
equipment like EMP grenades. Each weapon 
can be used to cause basic damage, but some 
have a special purpose. For example, the blade 
weapon can be used to cut suspension lines 
and cause bridges to drop. 

One aspect of the game that we haven't 
seen before in this genre is the ability to pos- 
ses other robots. At certain points in the game, 
Glitch will be able to “jack into” and take 
remote control of enemy characters. While 
in control, Glitch has full access to all of his 
enemy's weapons and abilities. You can use 
this method to take out a group of opponents 
without fear of damage or simply to get rid of 
a large robot without fighting. 

Where Metal Arms falters a bit is in the dif- 
ficulty and control setup. Glitch will find himself 
facing off against powerful opponents, most of 
whom are capable of outrunning him, as soon 
as he enters the second world. Adding to the 
frustration is Glitch’s inability to make small 
steps — our little robot has a big stride — so 
precise movement in tight quarters is difficult. 

Metal Arms also features a rockin’ mul- 
tiplayer deathmatch mode, enabling you to 
duke it out with your friends. Multiplayer maps 
are unlocked by finding secrets within the 
main game. ADAM PAVLACKA 





VERY GOOD metal Arms is 
an addicting little ditty of a 
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shooter with a few problems. 











ENDL} DEV ARGONAUT 


Bee /2 a 


A 5 You can give your team orders using ‘the USB headset 


“No, how about YOU give ME a burger and fries?” 


SWAT: GLOBAL 
STRIKE TEAM 


hanks, Vivendi. When coming up with 
T: plan for bringing Sierra’s successful 

PC tactical FPS series to consoles, the 
company decided not to simply port the game. 
Instead, SWAT: Global Strike Team is an all-new 
game property, specifically designed for the 
console. Well done. 

SWAT: Global Strike 
Team puts the player 
in control of a team of 
three tough-as-nails com- 
mandos: Kincaid, the team 
leader, Jackson, his tech, 
and Lee, his female sniper. You control one 
character in first-person and command the 
others using the D-pad, but you can also use 
the PS2 headset to issue commands verbally, 
if you so desire, just like in SOCOM. It’s a nice 
touch, and we hope other games continue to 
add this function. Occasionally, a team member 
will misinterpret a spoken command, but for 
the most part, they follow your orders with 
ruthless efficiency. 

Missions range from busting drug dealers 
in abandoned warehouses to shooting it out 
with the Russian mafia in oil refineries. There's 
a nice variety in mission objectives, as players 
defuse bombs, free hostages, snipe sentries 
from rooftops, and everything else in between. 

The game really excels in its unscripted 
approach to fulfilling level objectives. Players 
can sneak into a room and sedate enemies 
like Snake in Metal Gear Solid, biow the door 
off its hinges and charge in with guns blazing 
a la TimeSplitters, or knock out all the lights, 
equip nightvision goggles, and move through 
darkness akin to Splinter Cell. Weapons include 
shotguns, machine guns, tranquilizer darts, and 
several flavors of grenades. 

Though the missions are somewhat short 
(they average fifteen minutes in length) they 
possess a great deal of replayability, thanks 
to the fact that you can solve each on in so 
many different ways. Also, a lengthy single 
player campaign is complemented by both co- 
operative and competitive two player modes. 
Counter-terrorism has rarely been so engaging. 

DOUG TRUEMAN 


VERY GOOD It’s fast, 
full of action and really 
quite realistic. 


PSM 
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2003 — $29,99 MSRP 


1 Play DW4XL alone or with DW4, to power up 
the original with new XL features. 
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~ Experience the vba fantasy world a Nene here 
“action and adventure come to life in an exciting online 
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This is the first 
SmackDown! For the 
Next Big Thing, but 
something’s telling us 
this won't be his last. 


onsidered to be one of the most coveted and successful fran- 
chises on the entire planet, the WWE license carries with it a 
truckload of expectations. From the millions of casual fans who 
demand the most accurate entrances and up-to-date costumes 
possible, to the hardcore followers who search for gameplay 
enhancements and innovative wrestling techniques, it’s a difficult aspiration to | 
please such a massive and passionate audience. 
Yukes and THQ find themselves in that predicament once again as the 
duo’s fifth collaboration, WWE SmackDown! Here Comes the Pain, heads to 
retailers just in time for this holiday season. While it’s already shown the 


aesthetic improvements and presentation updates that its spectators demand, ¥ 


the majority of the game’s more dedicated users have been worried that 
it won't offer as many advances in terms of mechanics. Makes sense: the 
wrestling engine’s roots were originally planted clear back in the PSOne’s 
Toukon Retsuden series. 

For the first time since the franchise began, however, Yukes has made 
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a conscious effort to improve upon 
the wrestling engine completely. 
Retooling its innards to make for a 
more fluid and dynamic experience, 
sill ote go team has addressed 
several of the game's long-standing 
problems and has even seen fit to 


lude numerous match types and 


eason enhancements to ensure its 


~ commitment to progress. In short, this 


is the best SmackDown! so far. 


GRAPPLING FOR GLORY 


The most important and immediate 
change that helps Here Comes the 
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Far from another rehash, 
SmackDown! lives up fo its 


moniker and brings he-pain 
— ina good wayt 


eS 


SILVER 


Pain is its all-new grappling structure. 
Replacing the familiar weak and 
strong hold system with a spanking- 
new 16-point struggle scheme, 
players are now given the option of 
choosing what kind of techniques 
they perform based on what direction 
they press beforehand. Once they’ve 
selected what set of movies they’d 
like to use (signature, submission, 
power, or quick), they can then tap 
another direction to unleash one of 
four attacks for that set. 

This small improvement not 
only increases the arsenal of each 
superstar considerably, it also helps 
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Modal Insanity 


Here Comes the Pain offer several new game 
modes and match types that the last game did 
not. The Elimination Chamber, First Blood, and 
Bra and Panties bouts are but a few of them. 


Trish Stratus 


oP | 


Finally, the bra and panties match makes its way to a 
screen near you. Trust us — it’s as close as any of us is likely 
to get to tearing Stacy Kiebler’s clothes off. 





A It’s a little known fact that Sgt. Slaughter never actually 
slaughtered anything. Well, except a bucket of KFC wings now 


and then. 

balance each character's attributes sections of the arena. THQ has added _ continue to take a pounding to his the opponent's body. 
more fairly. In earlier Smackdowns, a more realistic representation of midsection, for instance, he'll grab Speaking of which, make no 
characters with an abundance of superstar weights, too, meaning that his ribs and stumble around the ring mistake: you are definitely in for a 
power moves would dominate the you'll no longer find Stacy Kiebler after performing a move that uses fight, as the developers have also 
action while the smaller guys had lifting or powerslamming The Big that section of his body; and likewise included a few new submission and 
little to fight back with. With this new Show without a problem. In fact, it’s for his head, arms, and legs if they’re reversal systems to get the most from 
distribution of grapple types, though, just not going to happen. suffering from the same fate. your effort. Played like a game of 
and the addition of limb-specific This bodily region-specific damage  tug-o-war, submissions or rope breaks 
damage, that shouldn’t be the case plays a key role in submissions and are handled by a metered bar that 
any longer. FEEL THE PAIN finishers as well. Gamers will no increases more to one side depending 

Of course, there are a host of To help sell the idea that the entire longer be able to tap out an opponent on how fast one player can tap the 
other attacks besides the grapples SmackDown! experience is more or pin their shoulders by landing one button. Out tap your opponent before 
to speak of as well: with all sorts of pragmatic, the animators have or two SmackDown! moves at the the invisible time limit runs out and 
maneuvers that can be performed also provided each wrestler with beginning of the match. Now they'll you win that particular struggle. 
from behind, in front, the ground, consequences for failed moves and have to earn that victory by wearing Fail, and it’s a stalemate that resets 
turnbuckles, and various other prolonged beatings. Should Goldberg down and targeting explicit areas of CONTINUED NEXT PAGE 
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CONTINUED FROM LAST PAGE << YUKES HAS MADE A CONSCIOUS EFFORT TO IMPROVE UPON 


everyone as if it never happened. Also 


beneficial is the two-button reversal THE WRESTLING ENGINE COMPLETELY >> 


method, which eliminates a lot of the 
cheesy “auto escapes” that plagued 


the franchise's earlier prequels. An up-close look at 
PSM B REAKD OW the game in action 


ONE BIG, SWEATY SOAP fa ; toe. S38: j=" SISOS 















































OPERA 7 ‘as 

Aa ‘ 
The gameplay system isn’t the only : » & a8. i lev tlatesl =. sail Sil a : ~ 1 a ton of new 
section that’s gotten an overhaul, — — its —— + —+ spe ox 
as the Career mode has been : ’ Ss mace gee pot a aaa 9 oe a poe pce toa 
refined and adjusted, too. Though | ¥ There's a limb- ~ = a - eo oe Hell in a Cell 
shortened, its possibilities are far __| Specific damage i weg ee a | matches. 


more diverse, thanks to almost 200 | model this time 
| around, making 


different storylines that can affect __| it possible for 
your wrestlers over the course of a | you to work 
single year and raise or lower their specific pieces of # 
popularity. Some of the storylines are 9 ibdbeiediliieldaeeiba 
cae : | anatomy. (Don’t 
character-specific, too, and the revived go there, Mr. 
monetary system for purchasing Dirty Mind) 
unlockable bonuses ensures that you'll a uae 
be playing for quite some time. e ’ Pe ES] » The new 
Other welcome bonuses, like ins Lm grappling system 
the tweaked create-a-character meat Pi. ees ms me 
mode, blood spillage, and improved | ae c. a . from grappling 
sound effects just go to show that ee | le | moves into follow- 
THQ was determined to make Here = ‘ai 
Comes the Pain stand high above its 
competition. The six-man Elimination 


Chamber alone was enough to get | . 9 ‘S/Sisi 3 ‘Si (Ss) ‘Ss; Sisisi lee 
our competitive juices flowing, but the — | = | | 
addition of almost a dozen legendary Christian Eddie Guerrero 
wrestlers like The Iron Sheik and = j 
Roddy Piper pretty much sealed The Hurricane ' ———— - ~_ eee — watt Hardy 
the deal. com ast gn SIE YS, Mass " com 
Here Comes the Pain still isn’t “= me : 
perfect though, and if we were to 
provide a small list of complaints 
CONTINUED ON PAGE 60 


» The career mode finds you signing a con- 
tract with the WWE and doing your best to 
earn a belt match. 


v Some of the classic wrestlers are sorely 
missed in today’s WWE. Jimmy “Superfly” — “ me : 
Snuka, for instance. Se! m The create-a-wrestler section is still one of the deepest of its kind. It 
: : “t boasts all the same features and items that last year’s edition had and 
a whole lot more. You can even determine if your character wears 
different clothing during his ring entrance! 


{ 7 You can dress 
} 2. your created 
_ SBIIS GIES ! (®) character any way 
: : “ *’ Tt you like, so there’s 
really no excuse at 
all for those pants. 


Petit gecil) Jaa Ja: 
“Se 


hase oes Hardy 3 
. on : 
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At the dawn of the second millennium, the first Belmont makes the ultimate sacrifice. And the destiny of a bloodline is decided. 
From the creators of Castlevania® Symphony of the Night™ and completely reinvented for its 3D debut on PlayStation®2, 

_Castlevania® Lament of Innocence™ reveals the true origins of the vampire-hunting Belmonts and their tireless quest for Vlad 
Dracula. A thousand years ago, a legend was indeed born. And the dying hasn't stopped since. 





“Konami's classic adventure series looks drop dead 


gorgeous in 3D and plays brilliantly.” - PSM 


| “The visuals at work here are simply-mapical.” - PLAY 





- “What does it actually feel like to play? Damncdfun.”; EGM 


MAT 


Blood 
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CONTINUED FROM PAGE 58 
about it, they’d focus on the still- 
stunted artificial intelligence (re: 

the computer is dumber than it 
should be) and numerous clipping 
and collision problems found during 
complicated grappling holds. Not all 
of the superstars have their most 
updated gimmicks or entrance music 
either, which could prove a problem 
for some. 

All things considered, WWE 
SmackDown! Here Comes the Pain is 
Still an absolutely awesome wrestling 
experience. While it still may not 
match Giant Gram or Fire Pro in terms 
of mechanical depth, it’s taken the 
proper measures necessary to earn a 
spot among them. Thanks to features 
like improved graphics, more match 
types, and an overhauled grappling 
system, It’s definitely the most realistic 
and rewarding WWE game on the 
market. JEREMY DUNHAM 


wae: Ti 
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Undertaker © 
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4 Undertaker’s plan to wear a crate as a 
safety helmet is about to go badly awry ... 


Hulk Hogan and the Ultimate Warrior were originally slated to be in 
the game, but after contract negotiations fell through with both men, 
they were removed from the game entirely. Luckily, several other classic 


fighters are still here. 
a 
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» Brock Lesnar reminds K 
just how important it is tc 
to properly time one’s | eve 


The Undertaker 
od ad 


A No matter who your favorite wrestler is, 
this is easily the best SmackDown! yet. 





A “Mother says | must win, or there will be 
no vodka in the borscht tonight.” The ste- 
reotype-based wrestlers of the ‘80s would 
never fly in these more sensitive times. 


WWE Smackdown: HCTP 
Def Jam VENDETTA 
WWE Smackdown: SYM 
Pride FC 


v 


7 
i 


pas. : as i 





4 The character models look better than 
ever, as Trish amply demonstrates here. 


Legends Of Wrestling II 





OUTSTANDING 


There are a few minor snags that keep HCTP 
from reaching legendary status, but it’s still 
the most entertaining WWE videogame for 
the entire American market. 





FINAL SCORE 
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IT'S TIME TO GO PRO WITH THE NEW NFL” BLITZ’ PRO. FOR THE FIRST TIME 
AUTHENTIC NFL FEATURES DIE-HARD FOOTBALL FANS DEMAND HAVE BEEN 
COMBINED WITH MIDWAY SPORTS TRADEMARK FAST AND FURIOUS 
GAMEPLAY, DELIVERING AN ALL-NEW NFL” BLITZ’ PRO EXPERIENCE 
DIFFERENT FROM WHAT YOU'D EXPECT FROM BLITZ AND DIFFERENT 
FROM WHAT YOU'LL GET WITH ANY OTHER FOOTBALL VIDEOGAME. 


NEW 11-ON-11 AUTHENTIC NFL’ ACTION 
NEW TOURNAMENT-STYLE ONLINE PLAY* 
NEW BLITZ’ STYLE RUNNING GAME 
NEW INTERACTIVE SIDELINES 
NEW FRANCHISE MODE 

= ALL-NEW Al. 


Available Fall 2003 
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“Blitz has) Something}forfeveryone.. old|school Blitz fans 
X the sim crowd Online’or off, the graphics averall are 
~great. This is a{sweet;looking game Competing|with or 
surpassing a lotiof the — on the market.” - IGN 
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*Oniine feature available only on the PlayStation 2 computer entertainment system. 

NFL® BLITZ® Pro © 2003 Midway Amusement Games, LLC. All rights reserved. BLITZ, MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC. Used by permission. © 2003 NFLP. Team names and logos are trademarks of the teams indicated. All other (NFL-related marks) are trademarks of the National Football League. Officially 
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There's only one way to blow the lid off a 
government conspiracy: expose the lies. 
And no one can do it better than Jade, an 
Action Reporter with an eye for the truth 
and the heart of a hero. See beyond the 
propaganda. Discover the secrets of a 
broken world. Fight to save your people 
from an Alien threat. But above all, believe 
in nothing — except yourself. 


UBISOFT 
BEYONDGOODEVIL.COM 
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& Beautiful graphics, dangerous enemies, tons of special attacks, and 
the chance to finally learn how this whole “Belmonts vs. Dracula” thing 


all got started in the first place. This game has it all. 


Gree nioadeh 




















The classic series is 
finally done justice in 3D 





| t’s been a long time coming, 

| but that the wait has been 

| well worth it. Castlevania is 
one of gaming’s most revered 
i and longest-running action 
series, SO we Can respect that the 
man in charge of it, Koji Igarashi, 
wanted to take his time getting things 
just right. And he has. Everything 
that made Castlevania unique in the 
2D realm has been captured, and 
often even improved, in the world of 
3D polygons. 

The control is as finely tuned and 
responsive as ever, but expanded. 
Original vampire-hunter Leon 
Belmont “evolves” as the game pro- 
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gresses, learning new offensive and 
defensive skills which make combat 
all the more rewarding as you tackle 
Stage after stage, putting together 
some devastating whip combos. 

You'll need them, too, because the 
monsters aren’t just scary-looking — 
they’re also a lot smarter and tougher 
than their 2D predecessors. 

The magic system — which com- 
bines various relics with energy Leon 
draws from blocking attacks — works 
well, but buying/finding all the rel- 
ics takes time. The way the classic 
Castlevania secondary weapons (dag- 
ger, axe, cross, holy water, crystal) are 
used is great; by combining them with 
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different colored orbs, Leon gains 
both new attacks and also related 
abilities that enable him to access 
hard-to-reach areas. 

Which brings us to the 
castle itself: it’s big. Anyone 
worrying that the game is short 
— shouldn't. On first play-through, 
you'll take about seven hours, but 
that’s without finding all of the 





FINAL SCORE 
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hidden areas, bosses (yes!), orbs, and 
relics. Thankfully, once you've finished 
the game, you can go back and try 
for 100%. The stages themselves are 
all unique and very well designed, 
offering a good blend of fighting, 
platforming, and light puzzle solving 
(we'd love to have seen more of the 
latter two). Better still, you can defeat 
them in any order, and because they 





OUTSTANDING 


The gameplay isn’t terribly innovative, 

but C:Lo/ takes everything we love about 
Castlevania, and moves it into lush, gorgeous 
3D. And that’s a fantastic accomplishment! 

















i F a 


It’s in 3D for the first 
time, but it’s nearly 
| perfect. Leon’s moves 


_» is great... even the oo 
camera is well done. 


all radiate from a central “hub”, there 
are no 20-minute runs from one sec- 
tion of the castle to another. 

Let’s not forget two more 
Castlevania series traits: amazing 
gothic visuals and stirring scores. 
Lament of Innocence delivers in 
spades — the game oozes atmo- 
sphere, thanks to amazing art design, 
texture work, and use of PS2’s special 
effects. The music is, as always, simply 
some of the best in all of gaming. 

Even the story is good, although 
for a prequel that promised to finally 
provide a solid “set up” for the series 
as a whole, it still leaves plenty of 
unanswered questions. The “real- 
time” inventory system works well 
for the most part, but the inability to 
use potions and other items from the 
pause/inventory screen makes the 
final boss battles tougher than neces- 
sary. It also seems that in its quest 
to faithfully reproduce Castlevania in 
3D, the developer didn’t exactly try to 
push the envelope in terms of inno- 
vation; it’s not a huge leap forward 
gameplay-wise. 

But enough with the bad — 
Castlevania fans will recognize this as 
“their game,’ and love every moment 
of it. In fact, action game fans in gen- 
eral would do well to embark on this 
rewarding and beautifully presented 
adventure. RANDY NELSON 





Castevania: Lol 
Buffy: Chaos Bleeds 
Hunter: Reckoning Wayward 


Chaos Legion 
Devil May Cry 2 


| make sense, the whip —— 























An up-close look at 
the game in action The graphics 


_.. are simply 










presen Luu 
| <Some of your F technologically 
ae and with a real 
_ are man-sized. | artistic flair. 
| Some are much, 
= much larger... 
and stinkier. 


The castle is huge, and filled with elaborate courtyards, lavishly deco- 
rated rooms, and enough stairs to give anyone buns of steel. 


. The whip is remarkably well 
realized in 3D, enabling you to 
hit airborne enemies as well as 
ground-bound foes. 


» Hmm. Paper beats stone, but we 
don’t have any paper. How ‘bout a 
faceful of magic bullwhip, Rocky? 

y Leon prepares to lacerate some 
mummified Woverine wannabe with 
his whip-wielding, Devo-style. 


Ir mit ' 


The magic system in Castlevania: Lol finds Leon com- 
bining the series’ old standby secondary weapons (axe, 
cross, etc.) with colored jewels to create some truly 

massive spell effects. 
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lo my face.” 
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« It looks very similar to its predecessor, but this 
new Ratchet & Clank game raises the bar with about 
a million subtle upgrades and some serious firepower. 


he original Ratchet and 
Clank was a definite suc- 
cess, so when Insomniac 
set out to develop the 
sequel, it knew it had 
to up the ante by quite a bit. Going 
Commando preserves the look and 
feel of the original game, while at the 
same time giving players a number of 
new challenges and hidden secrets in 
order to keep things fresh. 

As the game opens, our heroes 
are relaxing at home and reminiscing 
over their days of fame. With nothing 
left to save, the dynamic duo is a bit 
depressed until a random plea for 
help piques their interest. Now, with a 
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new galaxy to save, they are off to be 
heroes once again. 

Much like the original, Going 
Commando has a heavy focus on 
fast action combat. All the traditional 
platform elements are here, such as 
jumping puzzles and moving plat- 
forms, but they’re really all second- 
ary to the main gameplay paradigm 
— blowing stuff up. Ratchet starts out 
with only two weapons, but earns 20 
different tools of destruction by the 
end of the game. Most are new, but 
there are also five returning weap- 
ons, which players with a completed 
Ratchet and Clank save on their 
memory card will get for free. 


Nal ie § PUB SONY CEA | DEV INSOMNIAC | TYPE ACTION | MAX PLAYERS ONE i ESRB TEEN 


Bigger, baci better 
and much boomier! 


Weapons also gain experi- 
ence with every killing blow they 
issue, and level up over time, 
becoming more powerful and 
sometimes altogether different 
— for example, this version’s take 
on the flamethrower is the Lava 
Gun, but it upgrades over time 
to become the Meteor Gun. This, 
along with black-market mods 














that you can purchase, effectively 
doubles the number of available 
weapons to a whopping 40. Ratchet 
will gain experience in a similar man- 
ner, acquiring more and more hit 
points with each level he gains. 
Breaking up the mayhem and 
destruction are a number of “mega- 
games” that allow players to do 
everything from shoot down space- 


great choice for the adrenaline junkie. 


PavAs Highly polished and easy to control, 
Ratchet and Clank: Going Commando is a 


FINAL SCORE 
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PSMi BREAKDOWN trees x2 


<4 The levels 
are bigger than 
before, and 
are even more 


Vv There's a very 
definite level 
") progression this 
i >) time, and both 
different from ’ , 
one another Ratchet and his 
than in the enemies will get 


. much tougher as 
revious game. 
3 2 —— : you move through 
the game. 


4% Vv Weapons gain experi- 
ence, and become very, 
very powerful over time. 
See all the stuff on this 
screen? It’s about 
to explode. 





ships to racing a hoverbike in a con- 
test that bears a lot of similarity to a 
Wipeout match. These games are sur- 
prisingly polished and feel like well- 
integrated components as opposed to 
simple bonus levels that were slapped 
on at the last minute in an attempt to 
give the game more depth. 

Visually, Going Commando is 
a treat, with full support for both 
progressive scan and the 16:9 aspect 
ratio. Enemy design is just as creative 
as the original, though level design 
has, well, been taken to the next 
level. One of the new things in Going 
Commando are the spherical worlds 
— levels that occur entirely on the 
outside of a small, spherical satellite. 
Disorienting at first, this new take on 
level design allows for some interest- 
ing gameplay moments that wouldn’t 
be possible on a normal “flat” level. 

Taking an already successful 
game formula and reworking it into 
something better than the original is 
not an easy task, but Insomniac has 
managed to do just that with Ratchet 
& Clank: Going Commando. There are 
plenty of action-platformer games 
out there, but few are as polished 
as this. If you want a deep, involved 
story, you might want to look else- 
where, but for fun characters and 
pure action, Going Commando is it. 

ADAM PAVLACKA 





A Clank has some new abilities, 
including the power to command 
other robots to do his bidding. 


A Spherical worlds are a unique 
spin on traditional level design 
without being disorienting. 











v Ratchet’s arsenal 
includes some truly 
devastating items, from 
automated turret guns 
and meteor cannons to 
robotic options and a 
small-scale nuke. 






HOW IT STACKS UP 


R & C: Going Commando 
Jak Il 

Ratchet & Clank 

Metal Arms: GitS 

Alter Echo 








A Giant Clank is back, complete with a little Ratchet on his back. 
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“Forget Counter-Strike. 


Gauntlet is still the 
best multi-player 


game ever!” 


STL 
Editor In Chiet 
Stuff Magazine 
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in 1993 the U.S. Sépreme Court ruled that 
exposing prisoners to second-hand smoke at levels 
that unreasonably risk serious damage to their health 
could be considered cruel and unusual punishment. 
Meanwhile, second-hand smoke from the 
tobacco companies’ products kills 53,000 people a year. 
Which isn’t so unusual-in Crazyworld. 
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BATMAN: 
; 


(Deson with personality, high pro- 







duction values, and 12 heavily interac- 

tive environments, the Dark Knight’s 
latest adventure boasts four different ae 
characters, a ton . 
of familiar vil- 
lains, and plenty 
of unlockable 
secrets. It even 
has a two-player 
simultaneous 
mode. 

It's also 
plagued by basic, 
severely repetitive gameplay and a crushingly 
robotic combat engine. You have 35 combinations 
and moves that can be learned, but there's little 
difference between them. Also bothersome is the 
fact that once a combo is started it won't end until 
the animation sequence is over, and the enemy Al 
borders on moronic. 

Rise of Sin Tzu may still find an audience with 
hardcore Batman fans, but for most players, its 


beauty won’t be enough to overcome a ton of 
obvious mechanical flaws. JEREMY DUNHAM 


A Batman isn’t the best game, but 
it’s sure pretty to look at. 


PSV OKAY The lack of qual- 
ity elements and repetition 
FIN AL SCORE doom Batman to mediocrity. 
PUB KEMCO | DEV BITS STUDIOS 


ROGUE OPS 


, 3 espite a fairly typical premise — hero- 


| MAX PLAYERS ONE | RATING TEEN 





ine Nikki Connors is an ex-Special 
Forces op who uses her blonde hair, 
tight buns, and lethal skills to dispatch terrorists 
_ > this stealth action title offers some fresh ideas. 
Nikki's shades enable you to see bodies, electrical 
lines, and sensor grids beth Hels a ee 
grappling line, 
there are often 
multiple solutions 
to mission objec- 
_tives, and Nikki's 
bloodless stealth 
kills are brutally 
fun to watch. 
The trouble 
is, Rogue Ops is 
permeated by 
a distinct lack of polish. The controls are a bit 
“unintuitive, voice acting see-saws from decent 
to cringe-inducing bad, clipping issues abound 
(whipping out a pistol and then having it and half 
of Nikki's forearm vanish into walls doesn’t scream 
“high production values”), and textures are blurry. 
Rogue Ops isn’t horrible; it just needs better 
production values if it wants to compete with all 
= — sneakers out there. SAM BISHOP 


4 Rogue Ops has a few good ideas, 
but it’s just a little too typical. 





Permit Okay Inconsistent execution 
FINAL SCORE 


mpers Rogue Ops, which 
oe a cute heroine. 
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CROUCHING TIGER, 
HIDDEN DRAGON 


(ener Tiger, Hidden Dragon follows 





the plot of the wonderful movie, with 
four main characters, each with their 
own special abilities and techniques. The game's 
strength is 
clearly its splendid 
motion cap- 
tured animation, 
with characters 
performing splits, 
handsprings, and 
back flips in the 
midst of battle. 

A few prob- 
lems keep it from achieving videogame zen: 
there is no tutorial level, the camera spins faster 
than Jackie Chan, and there’s a ridiculously steep 
learning curve. For example, normal combos are 
defended by holding down the block button, but 
chained combos must be evaded by rhythmically 
tapping block. It can be infuriating. 

Gameplay is also repetitive, basically following 
the pattern “kill guy, get potion, repeat”. Crouching 
Tiger, Hidden Dragon is probably a better rental 
than it is a purchase, but fans of the genre should 
still enjoy it for what it is. DoUG TRUEMAN 


PSM 


FINAL SCORE 
























&. The animations in Crouching Tiger 
are some of the best around. 





GOOD A decent game 
marred by a flawed camera 


and steep learning curve. 
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amco’s premiere shoot- 

ing franchise returns, 

filled with hot lead and 
several new features. The series’ 
trademark crouch button makes a return in Time 
Crisis 3, but with an added function — when 
crouching, you ae the sua of siecle (0) 
a machine gun, 
shotgun or gre- 
nade launcher, 
each with lim- 
ited ammo. Thus, 
knowing when 
to use the more 


powerful weapons gg oe janis ave bai 
: 4 The jumping ninjas are “ve 

adds a bit of strat with tons of new enemies. 

egy to the game, 


especially since some enemies take more than 
one shot to kill. 

The core game is short, but very, very sweet 
and packed with replay value, even after you have 
unlocked all of the hidden goodies. The only real 
negative is the two-player mode, which must be 
played in split-screen. If you must play with a 
friend, grab a second PS2 and use the iLink mode 
— jt fOCKS. ADAM PAVLACKA 


OUTSTANDING New fea- 
tures mean Namco has raised 
FIN AL SCORE the bar on light-gun games. 
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ROADKILL 


salty union of Grand Theft Auto and 
[A rite Metal: Black, Midway's Roadkill 


revolves around a thug named Mason 
Strong working his way up the crime ladder in a 
post-apocalyptic world. Unlike G7A, however, there 
are no on-foot “i <a 
sections, so all the 
shooting, ramming, 
racing, scavenger 
hunting and killing 
is vehicular. 

Speaking of ‘ 
which, the vehicles == f a 
could use some A "Roadkill is sure to offend sensitive 
MON Casati aise (OKs, but it’s also pretty fun. 


are slight handling 
differences, but there are no unique attacks to indi- 
vidual vehicles. There is, however, a nice environ- 
mental hazard — a randomly generated tornado. 
Gameplay is solid, but nearly overshadowed 
by Roadkiil’s obsession with profanity, sexuality 
and dark violence — we honestly don’t know how 
the game avoided an AO rating. You may love it 
and you may hate it, so consider yourself warned. 
Overall, Roadkil/ is an enjoyable title, if not a 
benchmark like Grand Theft Auto: Vice City. 


DOUG TRUEMAN 


FINAL SCORE 


GOOD It’s not going to win 
any awards, but what's there is 
good, though unclean, fun. 


PUB ACCLAIM | 


XGRA 


a high-speed racer to work, the ana- 
log control needs to be spot on — which, 
_ Sadly, is not the case in XGRA. Instead of 
moving smoothly across the track, the craft careen 
wildly back and forth. Plus, the faster your craft, 
the worse it gets. 
Weapon i Alaei Neale ct is similarly flawed; 
weapon choices : 
are limited and 
targets are poorly 
defined. Certain 
races task you 
with destroy- 
ing a particular | ~~ oak 
character, but just #as a oe aaedl 
figuring out which Pers areeh. but XGRA’s twitchy 
racer is the target Beutler a 
can be a task in 
and of itself. 
Despite these flaws, there is some fun to be 
had in XGRA. The track design is solid and the 
engine allows for some nice eye candy. Also inter- 
esting is a rivalry system — the more you win, the 
more effort sponsors make to recruit you. However, 
opposing teams will sometimes target you for 
assassination on the track simply because of the 
company that pays your salary. ADAM PAVLACKA 
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OKAY It has a number of 
innovative ideas, but XGRA 
Laney mo feels low on quality gameplay. 
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Take control of the all-new and fully loaded 
G-8155 Interceptor. Transform into new vehicles 
such as a sleek snowmobile and off-road 4x4. 


Challenge the leaders of Nostra in all-new end-level oe 
assistance of a mysterious new female agent at your side. 


a. a Ww 





asa 
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Engage both new and old foes as you trek through 





more than 15 dangerous missions across four new 


regions including Russia and the Swiss Alps. 
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ae With huge-le vels, branching paths and different 
“styles of gameplay, this isn'ta half-assed sequel Its a 
tricked-out and expanded new chapter of a burgeoning series.” 


- IGN 6s <= 
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Month Game Name 





Cabela’s Deer Hunt 2004 Season 
DDRMax 2 

Disney's Extreme Skate Adventure 
Dynasty Tactics 2 

ESPN NHL Hockey 

EyeToy: Play 

Freedom Fighters 

Jak II 

Lethal Skies Il 

Mega Man X7 

NASCAR Thunder 2004 

NHL Hitz Pro 

Robin Hood: DOTC 

Rugby 2004 

The Simpsons: Hit And Run 
Space Channel 5: Special Edition 
Starsky & Hutch 

Tiger Woods PGA Tour 2004 
Wallace & Gromit 

Alter Echo 

Bombastic 

Buffy The Vampire Slayer 
Disgaea: Hour Of Darkness 
Futurama 

The Great Escape 
hack//OUTBREAK 

NCAA Gamebreaker 2004 

NFL Blitz Pro 

NFL Gameday 2004 

NHL 2004 

Romance of the Three Kingdoms 
Soul Calibur II 

Splashdown: Rides Gone Wild 
Alien Vs. Predator: Extinction 
ESPN NFL Football 

Freaky Flyers 

Freestyle MetalX 

Hunter: The Reckoning Wayward 








































The Italian job 
Madden NFL 2004 

NCAA 2004 

Reel Fishing III 

RTX Red Rock 

Silent Hill 3 

Summer Heat Beach Volleyball 
Tomb Raider: TAOD 

VF4: Evolution 













Month Game name 


Nov-03 Jak {I 

| Sep-03 = Madden NFL 2004 
Sep-03 NCAA 2004 
Sep-03 VF4: Evolution - 
June-03 Midnight Club Il 

4 Jan-Ol __— Final Fantasy X 

MGS 2: Sons Of Liberty 


Dec-01 

~ Dec-01 
Nov-01 

— Oc-Ol “Madden NFL 2002 (PS2) — 


Devil May Cry 


July-01 
~ Novy-00 
Nov-03 
Nov-03 


Gran Turismo 3 
 SSX(PS2) 

DDRMax 2 

ESPN NHL Hockey = 

Tiger Woods PGA Tour 2004 






Indiana Jones & the Emperor’s Tomb 





Tony Hawk's pro Skater 3 (PS2) _ 
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Genre 


Shooter 
Dancing 
Action 
Fighting 
Sports 
Party 
Action 
Action 
Air Combat 
Platform 
Racing 
Sports 


Strategy/Action 


Sports 
Action 
Music 
Action 
Sports 
Action 
Action 
Puzzle 
Action 
RPG 


Action/Adventure 


Action 
RPG 
Sports 
Sports 
Sports 
Sports 
Strategy 
Fighting 
Racing 
Action 
Sports 
Racing 
Xtreme Sports 
Action 
Adventure 
Action 
Sports 
Sports 
sim 
Adventure 
Horror 
Sports 
Action 
Fighting 


These are the 


Genre 


Xaties 
Sports 
Sports 
Fighting 
Racing 
RPG 
Action 


_ Sports. 


Action 


Racing 


Racing 


Dancing 


—. Sports 


Sports 





Publisher 
Activision 
Konami 
Activision 
Koei. 

Sega 

Sony CEA 
EA 

Sony CEA 
Sammy 
Capcom 
EA 

Midway 
Capcom 
EA Sports 
Vivendi 
Agetec 
Gotham 
EA 

Bam! 

THQ 
Capcom 
Vivendi Unv. 
Atlus 
Vivendi Unv. 


Take Two Int. 


Bandai 
Sony CEA 
Midway 
Sony CEA 
EA Sports 
Koel 
Namco 
THQ 

EA 

Sega 
Midway 
Midway 
Vivendi 
LucasArts 
Eidos Int. 
EA 

EA Sports 
Natsume 
LucasArts 
Konami 
Acclaim 
Eidos 
Sega 





Iss. 


Month 
Aug-03 
Aug-03 
Aug-03 
Aug-03 
Aug-03 
Aug-03 
Aug-03 
Aug-03 
Aug-03 
Aug-03 
Aug-03 
July-03 
July-03 
July-03 
July-03 
July-03 
July-03 
July-03 
June-03 
June-03 
June-O03 
June-03 
June-03 
June-03 
May-03 
May-03 
May-03 
May-03 
May-O03 
May-03 
May-03 
May-03 
May-03 
May-03 
May-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 
Apr-03 


Game Name 

Ape Escape 2 

Return to Castle Wolfenstein 
Downhill Domination 

Enter The Matrix 

The Hulk 

K1 World Grand Prix 

Mace Griffin Bounty Hunter 
Naval Ops: Warship Gunner 
Lilent Line-Armored Core 
Smash Cars 

Speed Kings 

Arc The Lad: Twilight Of The Spirits 
Chaos Legion 

Evil Dead: A Fistful Of Boomstick 
G1 Jockey 3 

Resident Evil: Dead Aim 
Wakeboarding Unleashed 

X2 Wolverine’s Revenge 

Auto Modellista 

Colin McRae Rally 
hack//MUTATION 

Indycar Series 

Magic Pengel: Quest For Color 
Midnight Club II 

Amplitude 

Clock Tower 3 

Dynasty Warriors 4 

Gallop Racer 2003 

Grand Prix Challenge 

Jurassic Park: Operation Genesis 
NBA Street Vol. 2 

Splinter Cell 

World Series Baseball 2003 
WWE Crush Hour 

Zone Of The Enders: The 2nd Runner 
Aero Elite Combat Academy 
Breath Of Fire: Dragon Quarter 
Def Jam VENDETTA 

Everquest Online Adventures 
High Heat 2004 

HSX 

The King Of Route 66 

MGS2: Substance 

MLB 2004 

MLB Slugfest 20-04 

MotoGP 3 

MVP Baseball 2003 

Rayman 3: Hoodlum Havoc 





games that you’ve GOT to get your hands on! 


Publisher 


Sony CEA 
EA 
EA Sports 
Sega. 
Rockstar 


Konami 
Sega 
EA 


Month 
Oct-03 


— Oct-03 
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Sep-03 


— Aug-03 


May-03 


May-03 


May-03 
Apr-03 
Apr-03 


Apr-03. 


Mar-03 
Jan-03 
Hol-03 
Hol-O3 
Hol-03 


Game name 


Buffy The Vampire Slayer 


— Soul Calibur it 


ESPN NFL Football 

Downhill Domination 

NBA Street Vol. 2 

Splinter Cell. 

Zone Of The Enders 2nd Runner 
Def Jam VENDETTA 

MGS2: Substance 

World Soccer Winning 11 
Guilty Gear X2 

NCAA College Basketball 2K3. 
Contra: Shattered Soldier 
Grand Theft Auto: Vice City 
Suikopen 


Score 


SOMWADAADOHAAYYAYNUNADAW~I1MOOMDMODO 


COonanytowrunursnrtOoOonwawouonrntowowwownwd a WO Oo ~I © 


CHOOHDNDMDODHBD0HDDHODHOO 


Genre 
Action 
Action 
Racing 
Action 
Action 
Fighting 
Action 
sim 
Action 
Racing 
Racing 
RPG 
Action 
Action 
Racing 
Shooter 
Xtreme Sports 
Action 
Racing 
Racing 
Online RPG 
Racing 
Fighting 
Racing 
Music 
Horror 
Fighting 
Racing 
Racing 
Action 
Sports 
Action 
Sports 
Racing 
Action 
Air Combat 
RPG 
Fighting 
RPG 
Sports 
Racing 
Racing 
Action 
Sports 
Sports 
Racing 
Sports 
Platform 


Genre 


Vaile) 


> ‘Fighting 


Sports 


os paenE 


Sports 


— Action 


Action 


_ Fighting 


Action 


—— Sports 


Fighting 


— Soorts: 


Shooter 
Action 
RPG 











Publisher 
Ubi Soft 
Activision 
Sony CEA 
Atari 
Vivendi Unv. 
Konami 
Vivendi Unv. 
Koei 
Agetec 
Metro 3D 
Acclaim 
SCEA 
Capcom 
THQ 

Koei 
Capcom 
Activision 
Activision 
Capcom 
Codemasters 
Bandai 
Codemasters 
Agetec 
Rockstar 
SCEA 
Capcom 
Koei 

Tecmo 
Infogrames 
Universal 
EA 

Ubi Soft 
Sega Sports 
THQ 
Konami 
Sega 
Capcom 
EA Big 
Sony Online 
3D0 
Majesco 
Sega 
Konami 
Sony CEA 
Midway 
Namco 

EA Sports 
Ubi Soft 





Publisher 
Vivendi Unv. 
Namco 
Sega 


Sony CEA 


EA 

Ubi Soft” 
Konami 
EA Big 
Konami 
Konami 
Sammy 


Sega Sports 


Konami 


Rockstar 


Konami 





EVERYONE 





CONTENT RATED BY 
| ed 3 


BOMBASTIC puts YOU in control of an ABSOLUTE minefield of EXPLOSIVE, 
moving dice. Roll the dice around the field to link them in like combinations. 
Once they connect, the dice are DETONATED and will EXPLODE. The ACTION 


gets HARDER and HARDER as you go along! So MANY ways to play! So little 
time! GET READY to go BOMBASTIC! 
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SEASON MODE, cHEck. 


LEGENDS, CHECK. 
ELIMINATION CHAMBER, CHECK. 


BRA & PANTY MATCH, HELL YEAH. 
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Mild Language 
Violence 
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TS GAME ONLINE THROUGH A 


WORK ADAPTOR, AND YOU CAN CHALLENGE ANY OF A HALF 
EPING YOUR HOME COUCH ADVANTAGE. 


urs is a nation 
THINK YOU'RE GOOD ENOUGH TO EARN 
ULTIMATE PLAYGROUND. TAKE ANY EA SPOR 


PLAYSTATIONe2 WITH A NET 
MILLION OPPONENTS WHILE STILL KE 


PRODUCTS RANGE F 
RATING PENDING to EVERYONE 


Visit www.esrb.org or 
call 1-800-771-3772 
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JOIN US ONLINE AT EASPORTSNATION.COM 
ANYONE 
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“SIMPLY GORGEOUS.” 
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MAA PAYNE (2 


THE FALL OF MAX PAYNE 


A FILM NOIR LOVE STORY 





WWW.ROCKSTARGAMES.COM/MAXPAYNE2 
WWW.MAXPAYNE2.COM 
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The next must-have PS2 shooter arrives 
on the scene with a (flash) bang 





ost people didn’t think the PlayStation 2 network adaptor was going to fly. Citing 
failed add-on examples like the Sega CD and Nintendo 64DD, cynics concluded 

that the little black online box was doomed. And don’t even get them started on 
the headset communicator. 


Of course, those doubters were 100% wrong. Both devices were hits, and a big part of that suc- 
cess was a game called SOCOM: US. Navy Seals. A tense, finely-tuned tactical shooter that utilized 
both new peripherals, it was as close as either —— Samay come to hawme a killer app, and a 
damn good game in its own right. e | o 


Now comes the sequel, SOCOM II: US. Nave af which i improves every single portion of 


the original, incorporating more depth, more player suggestions, more GAME. To go along with it, 





PSM brings you our SOCO/” Il: U.S. Navy Seals special event: a first review and strategy, including 
exclusive developer tips that you won't find anywhere else. After all, this isn’t just any game: it’s 
one of the best games of the year. And it’s only on PS2 and only in PSM. 


REVIEW 













_be subtitled 
“Beyond the 


the compliments and criticisms of 


it in almost every conceivable way. 
From the opening cutscene, which 
features a musical score similar 

to the one found in Metal Gear 
Solid or The Rock, SOCOM II plays 
out like a Tom Clancy novel. From 
operatives going rogue to escorting 
VIPs, destroying contraband or just 
blowing the hell out of a building 
with C4, the game resembles 
footage CNN would broadcast. As in 
the original SOCOM, there isn’t much 
that a real-world Navy SEAL can do 
that their virtual counterparts can’t. 
From breaching a door with C4, to 


new sniper commands like Overlook, 


improved voice recognition, more 
weapons, locations, multiplayer 
and online rankings, there is so 
much detail in SOCOM // that the 
developers could retire to cushy 
office jobs at the CIA. But frankly, if 
they’re this good, we'd prefer they 
keep making games. 

The single player game — which 
now features three different skill 









The developers. a 
have listened to 


their first game and improved upon | 


C=\V(=) kfm (=) |W ee) 08) 8) (=> aa r=) (DI 
some enterprising drug pusher who 
decides that more money can be 
made by running guns. While we're 
sure he sells only to law-abiding 
hunters and collectors, the odd 

fir eems to be working its 

e hands of terrorists, so 


them down. This leads to various 
~ locales across the globe, which 


look very much like their real world 
counterparts, from the weather to 
the vegetation. Sony went the extra 


mile and brought in SAG performers 
for their voice acting, and it shows. 

Every word immerses you into the 

world of international covert ops. 


Even before getting wrapped 
up in this, players will notice vastly 


_improved graphics and animations in 


SOCOM II. The game looks far more 
realistic and runs more smoothly 
than the original, even in the midst 
of a firefight. Players no longer bob 
up and down like buoys in the field 
of battle, either: holding the Stance 
button during a full sprint will cause 
characters to literally dive to the 


ground, kicking up dirt around them. 


Furthermore, unlike the guards in 
many military action games, who 
simply hold their posts until you 
sneak past or kill them, the ones in 
SOCOM II fidget, gripe about lousy 
pay — in the appropriate local lan- 
guage, of course — and wander off 
when they get bored. 


LOCK AND LOAD 

SOCOM featured enough weapons 
for a small army, and the sequel 
has even more. Nasty anti-person- 
nel mines can trip up enemies, 
mounted turrets spray infinite 
ammunition at whomever’s on the 








A SEALs prefer to cpieesi in secrecy, so the cover a darkness is ae sioredeted. 


wrong end, and the new rocket and 
grenade launchers can blow holes in 
vehicles and the environment itself. 
Infrastructure, like bridges, are no 
longer just for show: they can be 
destroyed to impede an enemy’s 
advance. If the front door is too well 
guarded, players can plant a charge 
on the wall and blow their way in. 
Finally, calling in an air strike creates 
a sense of satisfaction we've never 
seen before in a game. 

This new gameplay mechanic is 
further used in a new mission type 
called Breach, where players must 
storm various structures by any 
and all means. But there’s more to 
SOCOM I/ than new weaponry: the 
team now responds to new com- 
mands like “Overwatch”, which 
orders them to provide target loca- 
tions while you snipe — a touch 
we're especially grateful for, consid- 


ering that most of the new levels 
are over four times larger than the 
previous ones. 

One big element that gave 
SOCOM such mass appeal was its 
open-ended style of gameplay. This 
“do it your way” focus has been 
enhanced in SOCOM //. While you 
might be assigned a specific task 
— like stealing a digital camera 
from a warehouse — there were 
multiple ways of accomplishing it. 
Players could switch to first person 
mode and go in with machine guns 
and grenades or hang back and let 
snipers do the dirty work. Rambo- 
minded players can even adopt the 
“spray and pray” style of gameplay 
found in other squad-based games, 
though it’s rarely the best choice. 
Zipper is leaning heavily towards the 
truer nature of the SEALs — covert 
strikes. SOCOM // features hidden 
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SOCOM II 


objectives that can boost a player’s 
ranking, many of which are triggered 
by successful stealth play, like quiet 
knife kills. 


Perhaps the only time in history a 
quotation from Jar Jar Binks could 
ever be used in a positive way, 
your dimwitted partner from the 
first game, Boomer, is gone, never 
to return (we won't spoil Zipper’s 
reason for his departure, but let’s 
just say it’s fitting). Boomer has bee 
replaced by Jester, an operative far 
more adept at obeying commands. 
He’s also second in command of a 
team that reacts to your every word. 
Tell him to hit the dirt and he does. 
Order your team to clear a room and 
they do. Stall too long and they’ll 
politely ask you what the hell the 
holdup is. There’s even unwanted 
chatter over the COMM system as 
your team mouths off. 
While the Al is a damn sight 

better than it used to be, there 
are flaws. One of our SAS agents 
oddly slipped off a ladder and fell 

_to his death. Another refused to 
take point over a ledge and would 
only follow. But these were very 
isolated incidents in hours and hours 
of gameplay (in fact, they could be 
minor bugs that are ironed out in 
the final version), and given their 

incredible accuracy with weapons, 









making them more efficient than ever. 





life is much more enjoyable when 
your team is around. The days of 
finishing a mission Rambo-style are 
over: if you lose your team, HQ will 
determine that you can no longer 
finish your assignment effectively, 
ends. As if failure 


The range of verbal commands your team understands has increased substantially, : 









































wasn’t enough to remind us to look 
out for our team, Zipper has cre- 
ated Escort missions, in which select 
NPCs must be guided and guarded 
until extraction. 

Although their efforts are noth- 
ing short of stellar, there are a few 
improvements that Zipper should 
include in SOCOM lil. Aside from 
your Able element, NPCs still can’t 
be ordered around individually. They 


EE re ey tape 














ie 


om 


we 








RANGE! m): 60 


200M: 8.¢x 


: ae such as “take him out!” and 


the PS2's n ah on and there are so many 


features in the new online version that it’s difficult to 


‘note them all. First of all, to avoid the newbie slaugh- 
ter that ruined the experience for players in the first 
game, Zipper has included a feature where players are 
assigned ranks (like Ensign and Captain) which indicate 
their relative skill level, and certain servers are open 
only to players with that rank. 

The online lobby now features voice chat, com- 
plete with voice masking, and servers now track Clan 
games. Thankfully, you can put annoying players 
on your “ignore” list, and their messages and voice 
won't come through. As players progress through 

gle player game, they can unlock Spetznaz 
ir abn for use in pe ae 


SOCOM II 


No, this soldier's jacket isn't ‘ae. 
and he just shot you 12 times 


while you acted a fool. 





SOCOM Il 


using a worldwide ranking ladder, 
and hosts can pre-select the order 
of maps through which to cycle, 
customize the gameplay, designat- 
ing the number and length of each 
round, select or exclude specific 
equipment (Snipers only, no bombs, 
etc.), toggle friendly fire, and use 
select equipment and weaponry. 





X Single player missions involve a drug lord 
who's turned to black market arms dealing. 


But wait! There’s more: a new 
Spectator mode lets up to eight 
players watch battles as they take 
place. It’s a great way to scout 
new maps, or just watch one of 
the Admirals — the ultimate rank- 
ing, which will be given only to the 
top ten players in the world — do 
their thing. Hosts can also filter 





Missions span the globe, from Russia to 
Albania... where is Albania, anyway? 


¥ Escort missions put you in charge of leading 
helpless NPCs, who tend to become bullet 


sponges, to an extraction point. 
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spectators, only allowing those 
they choose to watch (say, only 
members of their clan). Twelve new 
maps have been created, and the 
original ten multiplayer maps have 
returned with slight modifications 
to give players a fresh experience. 
And in the spirit of sportsmanship, 
gamers can now record their own 
taunts — but no cursing: there's a 
filter — for multiplayer matches, _ 
and literally dance on the corpses of 
their enemies. 

Zipper also holds a special 
place in its collective heart for a 
certain type of player, and given 
them something special: SOCOM 


_// includes new anti-GameShark/ 


Action Replay technology, which will 


_ detect and punish cheaters. Though 
_ Sony hadn't decided on the exact 





penalty at the time we went to 
press, it’s likely that cheaters’ online 
play privileges will be suspended 
temporarily, meaning that your PS2 
would be denied permission to log 
onto the SOCOM II servers until Sony 
decides you've learned your lesson. 


One of the true signs of greatness 
is to make it appear effortless, like 
an acrobat making a back flip look 
so easy that anyone could do it. It’s 
a bit of an odd way to put it, but © 
Zipper has done exactly this with 
SOCOM II. Even if you focus strictly 
on the single player game and 
ignore the massive improvements 
to their multiplayer world, there are 
SO many details in the game that it 
almost comes to life. Little things, 
like the image from a sniper scope 
blurring as your character’s eyes 
focus, voices echoing in a tunnel, or 
the way the noise you make when 
crossing a river directly correlates 
to the speed at which you move. 
Perhaps the best way to explain it is 
to say simply, “That’s life as a SEAL. 
They just copied it?’ 


CLASSIC 


A near-perfect game pushed over the 
hump by Sony and Zipper Interactive’s 
devotion to improving their product- 
based fan and critic suggestions. 














A Game You Can't Refuse! 


Aa 
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SOCOM II 


STRATEGY 














David Sears, Creative Director for 
Pn Interactive, Inc. escorts us 





SOCOM Il is desioneltta to pene players to” 
complete missions without completing 
all the sub-objectives. However, there 
are hidden objectives that can only. 

discovered in the field. These 
objectives have direct effects ir | 
player’s favor in later missions so p | 
should go for them whenever possible. 
Completing sub-objectives and hidden 

objectives also improves a mission score. 

















‘ venitinnné you can ie vances own hice taunts, and use 
_ Several player skins, including SAS and Spetznaz characters. 
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Entering the farm area without alerting 
the enemy is challenging, but possible, 
if you take the tunnel and surprise the 
enemies at the far end. Get into cover 
on the far side of the road opposite 
the bunker. Don’t move until patrolling 
smugglers are looking away from you. 
Proceed to Foreman Besnik’s “office” 
while remaining undetected. _ 


—. tid 
Pet aeradi 
> e 





Foreman Besnik is an extremely valu- 
able source of intel, but he can’t talk if 
he’s dead. Reach his office undetected 
and order your team to BREACH AND 
CLEAR. Use the INTIMIDATE command 
repeatedly and make sure to eliminate 
Besnik’s bodyguard. He should surren- 
der and submit to being restrained. 
From this point, the enemy will 
know that you’re in the area. Sure, 
they'll try to kill you now, but that's a 
small price to pay in exchange for the 
information that Besnik can provide. 
Back at HQ, he will detail the delivery 
schedule for a truckload of RPG-7s 
that you can intercept. Securing this 
shipment has effects far down the line. 
Let’s just say you'll be glad a particular 
terrorist group didn’t receive this seized 
shipment of rocket-propelled grenades. 
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Warriors OF LEGEND. 
SwWoORD OF DEsTiny. 
CRUSADE OF A LIFETIME. 


REDISCOVER THE LEGEND. 


Three years ayo, Ang Lee’s Crouching Tiger, Hidden Dragon became an instant martial-arts classic, earning an Academy Award’ for Best 


Foreign Film. Now, experience all the’ kung-fu fury trom this murtial-arls. masterpiece as you execute over 90 wu-xia moves inspired by renowned 
choreographer Yuen Wo-Ping. Green Destiny beckons you. Rediscover the legend. 












ets — 





4 Playable Characters: Li Mu Bai, Yu Superhuman Martial Arts: Master 
Shiv Lien; Jen, and’ Dark’ Cloud” Lo. the dizzying combos ffein the film. 


et 


Expanded Storyline: Unlock bonuses 
and experience multiple endings. 


TEEN 


Violence 
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www ub) .oom 


& PlayStation.c GAME BOY ADVANCE. 


Ty } & C2603 initied Chine Vision eemoated and WCW Le: Al Rights Reseed SGiWwarer@ 2003 Uf Soll Ente thament Aneiiqht= reseneF! [F) ->4 src the Ub) Sestieaieiiidematics otto: scott Entertainment a 
be ff nruthoal hea widemy 44 Motion buclineoetrun id Sci ime < } ) Ace eae deena oO (iene hiaveiaion 1 Me RP Fomity lod) giad@ielem Gedetbelee OLastny omouter Entertainment In« 
r i | vf lrademarke Ot Migngsol Domarion i tre Lf cpet T city nit sed mpdar iGenss from Misrosott 

















| ge SOCOM II 


STRATEGY 


Multi-player Designer CJ Heine 
and SCEQA Department Lead 
Andrew Stein give us inside intel 
on every new multiplayer map. 
Who’s got your back? 


CJ: SEALs should use the m203 
launcher! Launching grenades — 
towards the grassy hill is a fast way 
to flush out the enemy snipers, 
and will make them think twice 
before rushing toward the VIPs at 
the start. 


Andrew: SEALs, watch for enemy 
snipers. Move quickly to higher 
ground to provide cover for VIPs. 
Terrorists, have sniper teams move 
to high ground to cover large areas 
and remember to man the turrets 
near the extraction points. 


‘es ares ee 


Andrew: SEALs, man the turrets 
from the beginning of the round 
to clear all the open areas and 
provide cover fire for your team 
to move out of the spawn point. 
Terrorists, move out of the spawn 
through different paths to attack 
from several different angles. 


Qe / PSM:100. 


Andrew: SEALs, assault the 
Hostage positions from all angles. 
Overwhelm the Terrorists before 
they can dig in. Terrorists, split the 
hostages up and head to other 
structures. Have other teammates 
assault key areas near your base to 


slow the SEAL assault. 


CROSSROADS 
__ CJ: A few good snipers on the 
perimeter streets prevent enemy 


flanking, guard your base, and can 
allow the rest of your team to focus 
on the closer quarters of the central 
market. 


Andrew: SEALs, use the M203 
Grenade Launchers for cover for the 
assault team heading for the bomb. 
Terrorists, use proximity mines to 
slow the advancement of the SEAL 


assault teams heading for the bomb. 


Y 58 


CJ: Terrorists have a large area 

to defend, and this can be made 
much easier by using PMNs in 

the chokepoints leading into the 
base. Hide a few in the tall grass to 
surprise the enemy. 


Andrew: SEALs, divide and conquer. 
Use the multiple breach points to 
cause confusion among the terror- 
ists as to which direction the main 


attack will come from. Terrorists, 
defend those breach points. The 
SEALs will have limited access to 
your base through these. Use air 
strikes often. 


CJ: Send a few SEALs to the top 
of the central hill while the other 
SEALs escort the VIPs to the 
extraction zone. From the top of 
the hill, the SEALs can cover the 
surrounding area, as well as call in 
an air strike to make the extraction 
easier for the rest of the team. 


Andrew: SEALs, use Scouts to find 
the safest path to the extraction 
points. Silenced weapons will not 
give away your position, so use 
them. Terrorists, be patient and set 
up ambushes for the VIPs. 


ad fi ivy 
IP fi 


Andrew: SEALs, attack multiple 
breach points at the same time. 
This can cause confusion for the 
Terrorists. Terrorists, ambush the 
Breach points. Use the environment 
CoM 8) (0) (0(cme Ula @aelelal crs lite 164 
opportunities. 


Andrew: SEALs, scatter quickly 

laleme ltrs (@.@icesimela-m(eeslteamuall(s 
other SEALs provide cover from a 
distance. Terrorists, height is a great 





advantage in this map. Use it to 
assault the SEALs from up high. 


CJ: Instead of rushing the VIPs to 
an extraction zone, split them up 
and hide them in drainage pipes or 
darkened buildings. If the Terrorists 
do not kill them by the end of the 
round, the SEALs will win. 


Andrew: SEALs, grab hostages and 
move in different directions quickly. 
Terrorists, get snipers to high ground 
and ambush extraction points 
Andrew: SEALs, use the cover and 
the night to move slowly around the 
area. Terrorists, use proximity mines 
and grenades to hit large areas at 
one time. 


Bigity i fw ot beh ta 
Pei 


Andrew: SEALs, use misdirection 
tactics to fool the terrorists 
Terrorists, use the long hallways and 
stairwells to move into the rafters to 
gain the height advantage quickly. 


Andrew: SEALs, split into 2 teams. 
Assault the bomb quickly, and have 
a small team protecting the base. 
Terrorists, let the SEALs come to 
you. You have the advantage in 
terrain in this level, so use it. 


¥ Just like in real life, a SEAL team that 
is well-coordinated online stands the best 
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CONTRA: 
SHATTERED SOLDIER 


RELEASED ON: 08/22/02 

TYPE: ACTION 

FROM: KONAMI 

Randy picked ft because: “This is 
one of the few great side-scroll- 
ing blast-a-thons I’ve played since 
the switch from sprites to poly- 
gons. It’s hard as hell, the levels 
are great, and the action never 
misses a beat. A perfect thumb- 
numbing challenge?” 


Where you can find it: New cop- 
ies are still available — get ’em 
before they’re gone! 


BATTLE ENGINE 
AQUILA 


RELEASED ON: 01/22/03 

TYPE: ACTION 

FROM: ATARI 

Eric picked it because: “It's the 
classic shooter genre done real 
justice in 3D. The battles are mas- 
sive, the action is intense, and the 
skirmish mode — with its RTS ele- 
ments — lends it extra depth for 
those who like to think and blast at 
the same time’ 


Where you can find it: You can 
Still find it new at most game shops 
and larger department stores. 


athe iia 





RELEASED ON: 03/06/02 

TYPE: HORROR 

FROM: TECMO 

Stephen picked it because: “| 
love horror — movies, games, 
you name it. When it comes to 


horror games, few have creeped 
me out as much as this one. Plus, 


it’s very atmospheric, and the 


combat system (you attack ghosts 
by photographing them), is pretty 


darn unique” 


Where you can find it: We 


haven't seen it on shelves lately, 
but used copies are easy to find. 
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KINETICA 


FATAL FRAME 








RELEASED ON: 10/17/02 ¢ TYPE: RACING * FROM: SONY CEA 


Randy picked it because: “This is by 


_ far the most unique futuristic racer 


I’ve played. The track design was 
great, as were the visuals, but the 


cool man-machine fusion aspect and 


resulting trick system that was what 


really made it special. One of PS2’s 
best racers!’ 


Where you can find it: We haven't 
seen a new copy in ages, and even 
used ones are rare. It’s eBay time. 


emer <2. KLONOA 2: LUNATEA’S VEIL 


RELEASED ON: 07/31/02 « TYPE: PLATFORM * FROM: NAMCO 


Stephen picked it because: “Old- 
fashioned side-scrolling platformers 
are a dying breed, so I’m giving 
props to one of the last and best I’ve 
played. It’s a gorgeous game with 
lots of personality and great play 


mechanics. Unique and fun — | just 
wish there was hope for a sequel...” 


Where you can find it: This one’s 
a pretty easy find in most stores’ 
used sections. 


YE OLDE- 


SCHOOL 
GEMS 


RELEASED ON: 09/26/01 « TYPE: ADVENTURE « FROM: SONY 


Randy picked it because: “Across 
the board, this is one of the most 


hauntingly beautiful games on PS2 


— graphics, puzzle design, story... 
you name it. It does what every 
game should: it totally engrosses 


_ you in its fantasy world. It’s not too 


DISASTER REPORT 


challenging, sy the omnes! is its 
true reward: - Sae. 


Where you can find itt ee. copies 


are becoming less and less easy to” 
come by, so I'd recommend grabbing 
it if you see it. 


RELEASED ON: 02/19/03 * TYPE: ADVENTURE « * FROM: AGETEC 


Eric picked it because: “Okay 

— you're stuck in Tokyo after a huge 
earthquake and have to rely on 
survival skills to get out alive. Not 
your run-of-the-mill game concept, 
and that’s one of the reasons it’s so 
great. Overall, it’s a well-designed 


GITAROO MAN 


» RELEASED ON: 02/21/02 
TYPE: MUSIC * FROM: KOEI 
_ Stephen picked it because: 
“Poor Gitaroo Man. Parappa 
soaked up the spotlight, but this 


rhythm action game is one of the 


coolest and quirkiest out there. - 
Not only was the art style and 
music great, but | have to give 
kudos to the challenging guitar 
control phic ca he — ~ this isn’t just 
‘Simon. Says: 


Where you can find it: Your 

local game shop might get this in 

_used from time to time, but since. 

few were made, you'll ee: 
head onli 


APE ESCAPE 


We've probably written this a 
hundred times already, but any- 
one who likes platformers needs 
to track down this gem. It’s the 
best one PSone ever saw, and it’s 





adventure with plenty of unique bits 
and twists’ 


Where you can find it: Well, this is 
a tricky one to spot. You might find 
it used in-store, but online auctions 


are your best bet. 


RELEASED ON: 01/10/02 
TYPE: ACTION * FROM: SEGA 


Randy picked it because: “Ah, 
REZ... one of the most overlooked 
and misunderstood games in PS2 
history. It’s an excellent “on-rails” 
shooter, but it’s the game’s amaz- 
ing, morphing “synaesthesia” 
visuals and soundtrack that take 
it from simple shoot-’em-up to 
something of a (very fun) work 
of art?” 


Where you can find it: Good |uck. 


Skip the stores and head straight 


for eBay. But be prepared to put in 
| a hefty bid if you can find a copy of 


this rare gem. 


BUST-A-GROOVE 
Take DDR, mix it with Parappa, and 


you get... confused consumers? 

We guess so, but the game itself is 
personality-packed, dance-rhythm 
goodness bursting with cool tunes. 


pegpen 
Adket soldier rank. Vanguard 


a wil} commence offensive: rear 


wil} 


RELEASED ON: 03/14/01 

TYPE: STRATEGY « FROM: 
KONAMI 

Stephen picked it because: 
“When it comes to turn-based 
strategy games on PS2, few are 
better. It has an excellent story, 
a great combat system, and, of 
course, some really big robots. - 
The ability to command mechs 
and infantry, however, oes it. 
extra points in 1 book! 


Where you can find it: r ve 
actually made it my personal 
mission to oi every copy | can 





EINHANDER 


Square made a shooter? Yep. And 
not only did it look great, it played 
even better and had some of the 
coolest power-ups ever. It’s one 
heck of a challenge. 



































ere are some great PSone “ya better even 
games sure to reward 32-bit than the 
treasure seekers. You'll have PS2 sequel. 
to hunt for them, but they’ll sure Show some 
make you glad PS2 has a back- ‘Use 
ove! 


wards compatibility function. 
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Game experience may 
change during online play. 
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THUG™ stars YOU as a skate 
punk out to make it big. 


takes — run, climb, and 
make it to the top. 


o whatever it 
of course, skate — to 


Put your face j 
4CE in th 
— 10 Skate as voy * 


© 2003 Activision, Inc, and its affiliates, Published and distributed by Activision Publishing, Inc. Activision is a registered trademark and THUG is a 
trademark of Activision, Inc. and its affiliates. All rights reserved. Tony Hawk is a trademark of Tony Hawk. PlayStation 2, GameCube and Xbox versions 
developed by, Neversoft Entertainment, Iné,Game Boy Advance version developed by Vicarious Visions. “PlayStation” and the “PS” Family logo are 


registered trademarks of Sony Computer Entertainment Inc. Online icon is a trademark of Sony Computer Entertainment America Inc. TM, ® and 


Nintendo GameCube and Game Boy Advance are trademarks of Nintendo. © 2001 Nintendo. Microsoft, Xbox, and the Xbox logos are either registered 
trademarks or trademarks of Microsoft Corporation in the United States and/or other countries and are used under license from Microsoft. GameSpy 
and the “Powered by GameSpy” design are trademarks of GameSpy Industries, Inc. All rights reserved. The ratings icon is a registered trademark of the 
Entertainment Software Association. All other trademarks and trade names are the property of their respective owners. a 





Star in all of the Story Mode 


Movies alongside the Pros. 
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CONVENTIONAL WISDOM 
SAYS THAT I KILLED 
THE PRESIDENT... 


AND FOR ALL I KNOW... 
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Play it On 
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ees ‘Nuclear Dawn + Nuclear Strike 

S 38. The ItalianJob+ 
Hitman 2: Silent Assassin 

40. A Bug's Life + Zapper | 

41. Army Men + Project Overkill 

42. Pac-Man World + Theme Hospital 

43. Mister nee + socom 


D THEFT AUTO II 





FirefighterED.18 






POSSIBLE ANSWERS: 
A. WWE Crush Hour : 
eo \ a __ B. The Hulk a 

St _ C Fire Pro Wrestling Z 


nine 


meson + San Hawk ee ie Seale ider- 


ee ow NCAA Football _ 7 a 
J. Max Payne 2: Falof Max Payne 
__K. Small Soldiers © ou 





-L. Theme Hospital - 
oe ie Eve of Extinction | 





CAPCOM GAMES 
_ 27. Resident Evil + Soul of the Sai 
8s. ae Evil + oe Aqua ee 
















ek Disney + ‘joan Haw 
12. Disney + Tiger ‘Wood 
13. Disney + Blasto 
14. Disney + Final Fantasy a 
15; Disney + Dance Dance Revolution . 
16. Disney + Pirates: The a 
i Legend of Black Kat 
y : u Disney + Jurassic Rate) 
: sc Genesis 
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oN | ones eee 
: oe Disney’s PK: Que of The Shadows 

__B. Kingdom Hearts 

| a Bena’ haere ak ante 





Cs emt aa) POSSIBLE ANSWERS: 
2Strike =A The Sims Bustin’ Out 
ss BB. Dark Angel: a Aocatese . 
eo Rainbow Six ’ 


D. Twisted Metal Black Mi 


) How nID You no? 
| oe ie YOUR SCORE (out of a possible 50): —_—_—s (see answers below) 


PlayStation Einstein 
Good, but maybe a tutor would help. 
nin Truckers : SA Get yourself a calculator. : 
— BAutoModelista  ==«sss-§§s Have you tried counting on your fingers: 
_—_C.The Fast and the Furious o fe Math isn’t for you — consider politics. 
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18. WWE SmackDown! + aa ae 

MTV Music Generator 
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MISSION DIRECTIVE 


Guadalcanal, Solomon Islands 


pido = PRs, = 


ee Tit Td 


August 6, 1942 = Japanese forces have 
occupied much of China, Indochina, and 
everything in the Pacific between 
Australia and Hawaii. It’s time to take 
it back, and the dense jungle island of 
Guadalcanal is first in line. Infiltrate 
the island, silence the sentries and pave 
the way for America’s first offensive 
action in WW II. 


Clear the way through — 
demolition and stealtk 


Move like a shadow into 


enemy encampments. a 
my P Neutralize the general and 


experience the Banzai charge. 


Challenge Everything” 
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PALM TREES. 


SHRAPNEL. WELCOME TO PARADISE. 


WHITE SAND BEACHES. 
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MISSION DIRECTIVE 








Philippines, 1942 


The next stop on your tour takes you deep into \ a 
the lush jungles on the Philippine island of : 
Llugon. Your job: Hold the last bridge against 
the advancing Japanese. And if you can’t hold 
it, make sure no one else can. Partner with 
a demolition unit, set the charges, and get 
out alive. The only one to pay a toll on this 
bridge will be the Japanese. 


4 et Baten “ 
< ey 
spscoverapetreuceenneen ET 
spas set HRA SETS ERMINE TE 


Fa 
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; Work closely with other 
w | Allied units in the fight 
“7 for the bridge. 










Provide covering fire for ’ 
a crippled tank through When bullets don t work, 
city streets. bring in the high explosive. 

































Bridge on the River Kwai 


Ride an elephant mounted with a 
50-caliber machine gun, taking 
out snipers and small, thatched 
huts with each step on your way 
to destroy the link between Burma 
and Thailand. 


GAME CUBE 


Search for the legendary gold buried : BC 


deep within a jungle fortress. Keep 
your head down or the only metal 
you'll find is hot lead. 
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Singapore Sling 


Go under cover. Crash the party 
then escape on top of a stolen 
double-decker bus. Navigate a 
motorboat through the harbor 














J&A around rotting piers and a 
: Christ mas Japanese destroyer. 
Ss. 


INTERNET. CONNECTIVITY required. Online game play available for the PlayStation ®2 colmputer é ime 
connection and Network Adaptor for PlayStation 2 (sold separately). co 
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Supercarrier Sabotage 
infiltrate the latest Japanese 
aircraft carrier floating in the 
middie of the Pacific. Break her 
hull, steal a Kate bomber and 
escape just as the carrier 


explodes below. 
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ISLA 
Pistol Pete “ 
Tarawa Fight through the dense maze of 20 
mangrove swamps to a secret _| Pearl Harbor December 7, 1941 
entrance of the island's lower Join your fellow Marines in 
e ' caves and emerge to destroy “ defense of our Naval fleet at 
5 Kavieng heavily entrenched artillery pieces “ Pearl Harbor. 
mark the locals call Pistol Pete. Canton 
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HOT GAMES 


Don’t waste a second; 


turn on over to these 
big games NOW! 


Manhunt pg. 142 
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144) Gran Turismo 4 | 








A Samanosuke, Jubei, Oyu, Kae, and all of your 


favorite Onimusha good guys (and bad guys) return 


to kick butt in this fighter/party game. 


hose expecting 
Onimusha: Blade 
Warriors to be 

a pure-as-snow 
fighting game based in 
the samurai-era action 
series’ universe are in 
for a... well, at least a 
medium-sized surprise. 


True to expectations, up to four players can 
indeed slice and dice the living daylights 
out of each other simultaneously, but the 
fighting system itself is actually more akin to 
Nintendo’s GameCube brawler Super Smash 
Bros. Melee than something like Sou/ Calibur. 
First, some basics... the game runs on an 
adapted version of the Onimusha 3 graphics 
engine, so characters and backgrounds are 
already looking great — the former look 


(PREVIEWS. 


YOUR FIRST LOOK AT THE HOTTEST NEW GAMES » DECEMBER 2003 





& The same stunning real-time details and effects as in 
Onimusha 3 are abundantly present in Blade Warriors. 


NIMUSHA 













2 








ye 
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The epic samurai fighting 
game... isn't? HANDS-ON 
gameplay details! 


5 
raed aa 





<< TO SAY THAT ONIMUSHA: BLADE WARRIORS 
IS TURNING OUT TO BE A UNIQUE BRAWLER IS AN 


UNDERSTATEMENT 
















































No matter which character you play as, you'll 
be able to charge up your weapon in order to 
execute some extra-powerful special attacks. 


Blade Mastery 


Here, Oyu charges up to unleash a fiery slash before her opponent can pull off the attack he’s charging. 


ne 
fu 


<> Jubei and 
Samanosuke are the 
heroes of the Onimusha 
series, but they can go 
sword-to-sword in Blade 
Warriors. 
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ie 4 If your timing is spot-on, you'll not only parry 
Se attacks, but use the resulting opening to deliver a 
mighty slash of your own. 
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noticeably better than their counter- 
parts from Onimusha and Onimusha 
2. Characters range from series stars 
Samanosuke, Oyu, and Jubei, to the 
Genma themselves — yes, you can 
fight as the same demonic enemies 
you've fought against before. 

The levels are — just like 
Onimusha 3’s — fully polygonal, but 
Capcom has managed to literally add 
extra depth by way of multiple planes 
on which to fight. Some stages are 
multi-tiered, where characters can 
jump up or down between different 
roof levels, while others actually have 
a foreground, middleground, and 
background. Tapping up twice (or 
down twice on the D-pad) causes 
your character to move in and out (or 
up and down). 


FIGHTING STYLE 
Now for the real meat of the 
game: the fighting system. Although 
the action is locked onto a 2D plane, 
there aren’t any Street Fighter-style 
“half-circle + punch button” attacks. 
Instead, each character has a weapon 
attack (square) that can be used 
repeatedly to combo, a kick attack 
(triangle), plus a number of “power 
up” attacks that are performed 
by charging up the weapon attack 
s (holding square) and either directly 
Wslashing an opponent, or “blasting” 
them from afar. Characters can also 


& block, perform rising attacks, parry, 


Hleap and then stab down, as wells as 
Swing around behind enemies. If you 
| learn one character, you can play as 





apply to them all. 


CONTINUED NEXT PAGE 






~ any of them, as these same base rules 
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4 Each character has a rising attack, which is great for ending a combo. 


CONTINUED FROM LAST PAGE 
Capcom has also included the 
“soul stealing” found in the Onimusha 
action games. If you combo or knock 

down an opponent, they’ll release 
health or magic energy which you 
can absorb by hitting X. If they time 
it right, however, you'll engage in a 
tug-of-war over the orbs. Special 
orbs are also released during combat; 
when you get one of those, you can 
hit R1 + square or triangle to unleash 
a super-attack. 


SAMURAI SURPRISE 

Here’s where it gets a little weird. 
Adding to the basic combat system 
are a series of power-ups, which 
appear when you break open chests 
littering each stage. These range from 
timebombs to health to automatic 
rifles. We’ve also seen mallets that 
stun or confuse (reverse controls) 
enemies, meteor strikes, and energy 
blasters. There are dozens of these 
powerful, whimsical, or just plain silly 
items to use in multiplayer combat, 
hence the comparison to SSBM. 


MODES AND MORE 

How does the four-player versus 
mode work? Easy: just like the two 
player mode, only there are more 
characters on-screen and the camera's 
pulled back. As in the two-player 
mode, the first person to collect 

three of their opponent’s souls (when 
they’re totally defeated) wins. There 





A. When it’s just mano-a-mano, the camera 
pulls in nice and close to show off all the 
little details and great sword effects. 








A Having a bad day? Play as one of the 
Onimusha bad guys and let those pesky 
heroes have it! 


are a multitude of versus mode 
options to tweak, such as special 
items yes/no, etc. 

Story Mode presents a variety of 
challenges, and this is where you'll 
see your character go up against more 
than one enemy at a time. Here you 
can also evolve your character through 
new magic, armor, and more. 

Since the fighting system is 


> & This meter 
1) Shows health, © 
= magic, and the - 
_ type of magic 
+ selected by 
each player. | 


- 


| A Every stage has 
| multiple levels and 
| planes. Here, one 
| character is using 
| this roof to avoid 
| the special attack. 


; 
uriyaseesit idtarteasrs 


ee 
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<< THERE ARE DOZENS OF 
THESE POWERFUL, WHIMSICAL, 
OR JUST PLAIN SILLY ITEMS >> 





A Sometimes you just need to give 
opponents a good, hard kick to get them 
the heck away — so you can charge up your 
special attack. 


A The camera pulls back when there are 
multiple characters battling on-screen. 


different — to say the least — there's 
also a training mode that shows you 
the ropes, but also scores you on how 
quickly you pick up on the ideas. 

To say that Onimusha: Blade 
Warriors is turning out to be a unique 
brawler is an understatement. It’s not 
what many expected, but it’s certainly 
a welcome break from the norm. It 
has huge party game potential, but 
the unique fighting system and oodles 
of unlockable characters should help 
it in the single-player department. You 


can bet we'll be keeping a close eye 
on PS2’s most surprising fighter yet. 
RANDY NELSON 


Think party game meets beat-’em-up and 
you're on the right track. 





=? A The winner is 
the first person to | 
») make three kills, or | 
> whoever has the 
F most kills when the 
time runs out. 


sR aR A 1 i 


<4 This is one of the 

| elemental magic 

| attacks you can 

"| perform when you 

4 absorb the required 

4 orb, It’s great for 

| leveling multiple 
opponents. 
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the game in action 





In the Teenage Mutant Ninja 
Turtles™ Video Game, you'll 
discover that there’s trouble 
around every corner. Whether 
you're playing your favorite 
Turtle in Story mode or going 


head-to-head with a neighborhood 


om 


Knucklehead in Vs. mode, it will [= MIE aaa 


take. all your butt-kickin’ ninja 


skills to stay out of harm’s way. 


“MeN eNnOG 


Se Se ee a oe tn tenant 0 


‘RENAGE MUTANT NINJA 


[ESRB CONTENT RATING — www.esth.oy 








© 2003 Mirage Stadios, inc. Teenage Mutant Ninja Turtles™ is a trademark of Mirage Studios, inc. All rights reserved. Micresoft, Xbox, and the Xbox foges are either registered trademarks or trademarks of Microsoft Corporation 
in the United States and/or other countries: “PlayStation” and the “FS” Family fogo are registered trademarks of Sony Computer Entertainment inc.™, ©, Game Boy Advance and the Nintende GameCube loge are trademarks 
of Nintendo, The ratings icon is a trademark of the Interactive Digital: Software Association. “KONAMI®" js a registered trademark of Konami Corporation. © KONAM! & Konami Computer Entertainment Studios. 
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EXPERIENCE NEW JUNGLE JOIN INTENSE BATTLES wi H SHOUT OUT COMMANDS TO YOUR 
WARFARE AS THE GHOSTS RESTORE PLAYERS FROM AROUND THE WORLD ELITE SQUAD OF GHOSTS USING 
CUBA'S PEACE AND TAKE DOWN WITH THE NEW PLAYSTATIONC2 * STATE-OF-THE-ART VOICE 

AN EVIL COLOMBIAN DRUG CARTEL. ONLINE FUNCTIONALITY.. _ COMMAND TECHNOLOGY. 
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THE MOST INTENSE, REALISTIC ACTION: 
NOW ONLINE FOR PLAySTATION®2 
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¥ The courses remind us a bit of MotoGP, but we're hopeful 
that there will be some cool-looking ones to see later on. 
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» R: RACING EVOLUTION 


Will this spark the evolution of the Ridge Racer series? 


tite PUB RAMOO | DEV WARRCG | TYPE 4086 | REL DATE WINTER MAX PLAYERS 7335 | ESRB EVERYORE 
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departure for the Japanese company 
known for its arcade-style games. 
Since R5 didn’t have much of a 
Storyline, we're glad that this game will 
have one as its core focus. Complete 
details haven’t been released yet, 
but it’s obvious that it will be quite 
emotional and full of rivalry. We're 
hoping for a playable version of the 
game to arrive in our offices shortly, 
so that we can spill the beans on what 
could be one of the hottest racing 
titles this winter. However, until then, 
we'll just have to be content checking 
out these brand-new screens. Enjoy! 
STEPHEN FROST 


n an attempt to do something 
new and bring about some 
much-needed innovation in 

the racing genre, Namco has 
branched off of its Ridge Racer 
series and is creating what it hopes 
will be a brand new franchise. There’s 
no doubt about it, as R: Racing 
Evolution is definitely a bit of a 


A Different Perspective 


ee jos 
ny : =a 
02. us ZHASSOAWAD 
u - 


a> PES SSD x) 


- 

We're not sure why this camera angle 
was included in the game, but it is pretty 
cool. It sort of reminds us of that old 
arcade game, Super Sprint. 


4 Newcomers can rely on help, such as the 
Brake Assist, until they fully come to grips 
with the game and the more realistic car 
handling it offers. 
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A racing game from Namco is always 
something to get excited about. 

















A Just like in every other racing title, if 
you get off the track, your vehicle will 
slow down considerably. 


“«¥ While the intelligence of 
your opposition is going to be 
very high, they are going to make 
mistakes, such as spinning out, 
like any normal driver. You need 
to watch out for those mistakes 
and make sure you don’t get 
caught up in them. 


www.psmonline.com 


efore the famous rivalries 
of Akira and Jacky or 
Mitsurugi and Kilik, 

there were Andy and 
Terry Bogard. The two 
brothers had epic battles in arcades 
across the world, but their sprites 
were eventually overshadowed by 
texture-mapped polygons. But they 
were never forgotten. 

It could be coincidence, but after 
the smash success of Virtua Fighter 
4: Evolution and Soul Calibur Il, SNK 
has chosen to release two of its best 
selling fighting games for the PS2. 
The 2000 and 2001 versions of The 
King of Fighters are being released 
in November on a single disc, much 
to the delight of fighting game fans 
everywhere. The series has sold 
over three million copies on various 
platforms, making it one of the most 
demanded titles ever to be ported 
to the PS2. SNK has also announced 
that the collection will carry a special 
price of only $39.99. 

Not surprisingly, SNK has chosen 
to take advantage of the giant techno- 
logical advances in console hardware. 





2000/2001 


The classic series makes a comeback on the PS2 


iil i 


Hoon aia Pee Ba li. EN 
ny i LS Na tig oe Slot tom 22. 


The King of Fighters 2000/2001 will 
feature a new Memory Mode (perhaps 
a better title would be Nostalgia 
Mode), which lets players view the 
development of the series through its 
opening movies. There’s also a new 
“Party Mode” where players engage 
randomly chosen CPU opponents with 
limited health and match times. 

The title is sticking firmly to the 
graphics, sound, razor sharp control 











A All eset KOF 2001 stioweases one al 
the largest casts of characters ever seen in a 
fighting game, 2D or 3D. 


This is truly the ultimate collection for 2D 
fighting fans. Capcom should be jealous. 





www.psmonline.com / 


and deep gameplay that made it a 
Classic. There will be thirty-five select- 
able characters and new Strikers to 
flesh out the battle. The collection will 
also feature brand new three-dimen- 
sional backgrounds, as well as lumi- 
nescent effects during special moves, 


i, 


‘ 
i: 





& 
PREVIEWS @ 

© 
Taig =PUB SYK | DEV SNK | TYPE FIGHTING | REL DATE NOVEMBER | MAX PLAYERS TWO | ESRB PENDING 


2000 Was A 
‘FTeyelem (-t-]1 


At least in our minds, The King of 
Fighters 2000 is still one of the 
best experiences the series has 
to offer and remains near the 
top of our list for all-time fighting 
game greats. 






ene T 


You can’t beat the attack effects. 


akin to the kind found in the Guilty 
Gear series. Let the grudge matches 
begin. DOUG TRUEMAN/STEPHEN FROST 


Waa as 


A The backgrounds have been brought into the third dimension and will sport a lot more detail 
and animations. The actual characters haven’t been changed much at all, though. 
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YOU are 


Arnold Schwarzenegger 
as the unstoppable Terminator. 


Fight from both sides of this 
catastrophic conflict, battling to 
protect mankind... or eliminate it. 





movie cast, T3™: Rise of the Machines” 
is the complete Terminator® experience. 


sree soenoe se cest ammemo sexo || |{|{|] 


Leal Ln Mima COCR L006 2345-00D0 TEEEGGTEEGECON 


RATING PENDING 





Terminator® 3: Rise of the Machines™ © 2003 Atari, Inc. & IC Video LLC. All rights reserved. Developed by Black Ops Entertainment. Developed by Paradigm 
Entertainment. Terminator® used under license. TM © 2003 IMF Internationale Medien und Film GmbH & Co. 3 Produktions KG. ;‘PlayStation” and.the PS Family 
logo are registered trademarks of Sony Computer Entertainment Inc. Xbox ™ is a registered trademark of Microsoft Corporation inthe United States-and/or ether 
countries. Nintendo, Game Boy, Game Boy Advance and the Official Seal are trademarks of Nintendo. © 2001 Nintendo. The Ratings icon is a trademark of the 
Interactive Digital Software Association. All other Trademarks are the property of their respective owners. Manufactured and marketed by Atari, Inc. New York, NY. ESRB 


Visit www.esrb.org or 
call 1-800-771-3772 


for Rating Information. 
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ground. You’ll need to head deep 
underground in the forest area in order 
to complete your quest. 
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Not all the action takes place above 


5: SURAT BE ong 2 














hile Maximo’s long- 
waited return is 
still a few months 
away, we had the 
opportunity to 
delve a bit deeper into his latest 
adventure and came out pleasantly 
surprised. | certainly enjoyed the 
first game, but it suffered from a few 
annoyances, which brought down 
various aspects of the experience. 
However, the sequel feels like it’s 
heading in a slightly new direction, 
leaving behind a lot of problems | 
previously encountered. 

Several of the game’s key areas 
have been flushed out and improved 
significantly, which is what | wanted 
to spotlight on in this hands-on 
preview. The main area, which | think 
has seen the most enhancements, is 
the combat system. No longer having 
to rely on such a limited number of 
moves, players are now free to make 
attack combinations of their own by 
combining various button and direc- 
tional pad presses. Along the way, 





additional attacks can be purchased 
that further increase both the length 
and strength of the combos, making 
Maximo one powerful hero. 

Another considerable improve- 
ment in Army of Zin is the whole 
sub-challenge of rescuing all of the 
innocents. While seemingly minor at 
first glance, the task of saving the 
lives of the various characters you 
encounter increasingly gets more 
difficult. Fortunately, the rewards 
they give you — in the form of hints 
and items — provide quite a nice bit 
of gratification. 

My early impressions of this 


sequel are definitely positive. | imagine 


that any fan of the original game is 
certainly going to like it. Also, those 
of you who completely missed out on 
Maximo’s first adventure (shame on 
you!) should definitely keep your eye 
on Army of Zin. It’s an action title that 


seems to be doing a lot of things right. 


STEPHEN FROST 


3 _ = 
— fe = 


A lot of improvements make this one action 
title to look out for! 
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& This time, there’s a much larger focus 
on action, so you'll constantly be taking 
* ona large number and variety of enemies. 


Hands on with Capcom’s 
underwear-baring hero 















4 The treasure chests return, as do the ones 
that attack you. You’ll constantly have to be 
on your toes in this sequel. 


4 Unlike in the first game, you’ll get to keep 
all the boxers, weapons and attacks you’ve 
purchased, even if you die. 


It seems that everyone is out to * 
get Maximo. From mechanical 
creatures to spiritual assailants, 
there are definitely a lot of 


enemies for the player to fight 
through. Fortunately, you at 
least have Death on your side. 
Is that a good thing, though? 


» You'll have to adjust your strategy 
when dealing with different opponents. 
Ghost warriors won't attack just like 
this Stalker will. 
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f your idea of a 
good time involves 
dressing up in exotic 
little outfits and 
parading around 
the world as a sexy secret 
agent, then Acclaim’s 
forthcoming adventure, 
Alias, may be your kind of 
game. Developed by the publisher’s 
respected Cheltenham studio, this 
television-licensed software places 
users in the role of Sydney Bristow 
— an international master of disguise 
played in real life by Daredevil hottie 
Jennifer Garner. 
Spread out across six multi-part 
missions in various locales all over 
the world, Alias presents a surprising 





The usage of the split-screen makes this one 
unique experience. 





A All three forms of the ultra-bizarre 
demon Buu are here. No word yet if he 
can turn his enemies into giant chocolate 
bars and eat them, like in the anime. 





a 
by adept twirling of the analog stick, or 
dodged if your target has quicker thumbs 
and a little luck. 


ALIAS 


F The hit TV series’ heroine 
becomes a lot more interactive 








amount of action and stealth-based 
objectives. One of the game's key 
features is a wide array of outfits that 
determine how your enemies perceive 
you, making Sydney’s choice of outfits 
and her social skills very important 
(especially considering that there will 
be well over 100 interactive NPCs and 
a pleasantly vicious fighting system). 
Expect the final word on Acclaim’s 
latest foray into the spy world in just a 
matter of weeks. JEREMY DUNHAM 


4 The screen splits into multiple panels, 
during certain sequences, in order to let you 
keep tabs on the patrolling guards. 


A Some objects in the environment are interac- 


tive. When goku hits this mountain, the impact 
will probably cause a rockslide. 


Major attacks can now be amplified 








2 4% 4 


Tal lau PUB ACCLAIM | DEV ACCLAIB CHELTENHAM | TYPE ACTION | REL DATE DECEMBER MAX PLAYERS SNE | ESRB RATING TEEN 
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4 The game’s fighting system is pretty 
elaborate, allowing for some rather 
devastating attacks. 
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hile far from perfect, 
the first Dragonball Z: 
Budokai was still the 
best DBZ-based video 
game yet. And it sold 
by the truckload, so a sequel was 
inevitable. However, it’s a nice surprise 
that it looks so much better. 

One big change is in the main 
mode, called Dragon World mode. 
It plays like a board game, in which 
Goku and one or two allies maneuver 
around one of nine maps seeking out 
dragonballs and dispatching enemies 
at every square. It’s unique, and 
more free-form than the first game’s 
rigid structure. 

Combat itself has also been heavily 
modified. The “regular” move sets 
are much deeper than before, chains 
are more easily interrupted, special 
moves can be amplified or avoided 
by deft controller work, and there are 





| TYPE FIGHTING | REL DATE DECEMBER MAX PLAYERS TWO | ESRB TEEN 
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Being a very good agent, 
BS) Micra senile nics 
proficient at sneaking 
around and using random 
= things as effective weapons. 





A Syd has numerous costumes in this game 
and she can change into them whenever she 
needs to. This is her classic sneaking get-up. 














huge environmental hazards to worry 
about, like avalanches or destructible 
buildings. Plus, you can choose exactly 
which capsules you want to buy now. 
Sweet! ERIC BRATCHER 





A There are over 30 characters, including 
fusions like Gokule and new fighters like 
Buu, Supreme Kai, and Dabura. 


Wet 
a i 
s 2 


Looks like fans of the TV series finally get a 
decent game to play. 
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THEY JUST KILLED CASH. 
NOW THEY WANT TO KILL HIM AGAIN. 


AMERICA IS FULL OF RUN DOWN, BROKEN RUST-BELT TOWNS WHERE NOBODY CARES AND ANYTHING GOES~ 
IN CARCER CITY, NOTHING MATTERS ANYMORE AND ALL THAT'S LEFT ARE CHEAP THRILLS. 


THE ULTIMATE RUSH IS THE POWER TO GRANT LIFE AND TAKE IT AWAY, FOR SPORT. THIS TIME JAMES EARL CASH, YOU ARE THE SPORT. 
THEY GAVE YOU YOUR LIFE BACK. NOW, THEY ARE GOING TO HUNT YOU DOWN. 


YOU AWAKE TO THE SOUND OF YOUR OWN PANICKED BREATH. 
YOU MUST RUN, HIDE AND FIGHT TO SURVIVE. 
IF YOU CAN STAY ALIVE LONG ENOUGH, YOU MAY FIND OWT WHO DID THIS TO YOu. 
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Strong Language | r 
dan Gor PlayStation.2 


Blood and Gore 
Intense Violence 
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and the R, logo are registered trademarks of Take-Two Interactive Software, Inc. Rockstar Games and Rockstar North are subsidiaries of Take-Two Interactive Software, Inc. All other marks and trademarks are properties of their respective owners. 
All Rights Reserved. Product names are the trademarks of their respective owners, and not of Rockstar Games, Inc., and are included for entertainment purposes only. No product, person or establishment appearing or mentioned in thisgame has 
endorsed this game or any of the actions described or displayed herein or is in any way associated with Rockstar Games, Inc. 
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DRIFT RACER: 
‘: 


The world of oriff racing gets bigger! 





ust in time for the drift 
phenomenon to kick into 
sixth gear, Sammy Studios 
has just picked up Genki- 
developed Kaidou Battle 
for U.S. release and renamed it Drift 
Racer: Kaidou Battle. Sega's Initial D 
may never see the light of day in the 
U.S., but Drift Racer is pretty damn 
close to the Shigeno-penned manga 
and anime. Drift Racer uses some of 
the hit-making Genki formula and 
throws it headlong into the world of 
mountain passes and up and downhill 
races. In fact, Genki admitted to us 
that the Japanese anime was the 
primary inspiration for Drift Racer. 
Sammy Studios plans to change 
some features and add others to Drift 


This could just be the title to spark a whole 
new racing revolution! 


















GAME INFO 


Racer prior to its February release. It 
will still feature 150 licensed cars from 
over a dozen manufacturers and five 
modes of play, but Sammy will add 
one additional third-person perspec- 
tive and ditch the obnoxious “rock” 
music, replacing it with music from 
known progressive-house DJs. Better 
get your Silvias and Hachi-Rokus 
ready. TYRONE RODRIGUEZ/STEPHEN FROST ice oo a8 28 oA _. 
4 The classic Lancer makes its expected appearance in Drift Racer and we — 


¥ Nothing finer than a winding autumn road. couldn’t be happier. We love that car. 


PoupRieieiee= 





» The first-person perspective will 
put you right in the middle of the 
action. The turn markers are very 
reminiscent of rally games. 


4 Those who played any of the Tokyo 
Highway Battle titles will instantly feel 
familiar with how the cars handle. 
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MEDAL OF HONOR 
RISING SUN 


EA hits the online 
combat zone! 








&, Generally, it’s better to not get this close to 
your enemy. Fortunately, you’ve got a pretty 
powerful boomstick. 


A We don’t know what they’re drinking in 
Singapore, but it definitely must give them some 
serious courage. Why else would they attack 
you with only a sword? 





hile the review of 
the latest iteration in 
the Medal of Honor 
series will appear 
next month, we felt 
that you fans out there deserved at 
least one more look at the game. It's 
definitely shaping up to a very solid title 
and we can’t wait to jump back online 
for some more team-based action. 
Some of the deathmatch level designs 
are simply to die for. 

We also noticed that the game’s 
storyline is much stronger this time 
around and that there are way more 
areas where you'll go “wow!” That’s 
especially true of the Pearl Harbor 
level, which is simply filled with eye 
candy. There’s not doubt about it... 
Rising Sun is looking sweet and we 
can’t wait to play the finished version. 
STEPHEN FROST 





A While a lot of the locations will be 
outside, there are still plenty of enclosed 
areas to explore. They just don’t look as 
pretty as the jungle. 


This title looks to set online gaming and the 
Pacific Theater on their ears! 
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Sonic N™ exclusive to N-Gage. Navigate through new levels, hidden areas, 
puzzles and traps to collect the golden rings in this race against time to reach 


Chaos Emerald and crush Dr. Eggman’s evil plan. n-gage.com NJ ee ——— CS _. a wore 
GameSiop =2GAMES NOKIA 


Copyright © 2003 Nokia. All rights reserved. Nokia and N-Gage are registered trademarks of Nokia Corporation. Bluetooth is a registered 
trademark of Bluetooth SIG, Inc. Many features and mobile services are network-dependent and require network support. Some networks have 
limitations that affect how you can use phone features. Contact your service provider about feature support and availability. Sonic N Original 
game © SEGA SONICTEAM/SEGA, 2001, 2003. Other company names mentioned herein may be trademarks or trade names of their respective owners. 
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a The graphics are quite realistic, more 
like The Getaway than GTA, and boasting 
admirable level of detail. 







NO 





A The storyline has several main characters, 
and is told through wonderfully high-quality 
cinemas. Stick ‘em up, fat man! 










& Driver 3 has all the on-road action the series 
is known for, plus lots of out-of-car stuff as well. 
Perhaps they should call it “Driver and Shooter”? 










Reflections returns to 


reclaim ifs car-driving 
crime caper crown 









ith its huge size, up on PS2, but after seeing Driver 3 looks to seriously raise the bar in though winding, twisting roads 
intense vehicular 3, we finally understand: perfection this department, with deformable packed with as many hills, slopes, and 
mayhem, and cool takes time. vehicle models, a power slide-friendly | bumps as a motocross track. Driver 


anti-hero, the Driver Taking place in the ‘70s, 3’s release date is next spring, 


series rocked the when muscle cars ruled the ¥ The physics model is quite advanced, and — hut the wait for it just got a 
enables the kind of crashes that insurance 







original PlayStation. In fact, if the roadways, Driver 3 chronicles : whole lot longer. 
; salesmen have nightmares about. , 

Grand Theft Auto series wasn’t already _ the further adventures of : ERIC BRATCHER 

around back then, we would have Tanner: a deep-cover cop who 


thought that Driver was the inspiration tends to bend the rules to get 
for GTA 3. We've wondered why it’s the job done — especially that 
taken so long for the series to show “don’t kill everyone you meet” 
rule. Tanner spends quite a bit 
of time outside the car this 
time around as well, armed 
with such pacifistic devices 
as an AK-47-type machine 
gun and a Mac 10. So you 
can expect the body count to 
pile up. driving model, and roads that have 
The real strength of this series, infinitely adjustable curve and camber. 
however, has always been the finely- Thus, while the starter city Miami is 
> oa saath tar cdihedh that inate back, tuned driving sections, which strive to very flat and grid-like, by the time you 
and more versatile than before, so you can recreate the craziness and tension of move through Nice, France and into 
view the action from several camera angles. — the best Hollywood car chases. Driver __ Istanbul, Turkey, you'll be careening 
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The granddaddy of crime dramas on wheels 
is back — and looking better than ever. 
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Action-packed om 
shooter feorunig 





mobile armors from 0079, 
0083, Gundam Wing, G 
fet avelelii Pm Ca aleleliiMes-{-1eh 
Plus original MS created 
for the game! 


“Ya 





“twee GOrataa) ree Rl 


5 playable modes | 
including 2 player \ 
Mode! iim 








Blood and Gore 
Mild Language 


Violence 









S0TSU AGENCY « SUNRISES the inte ractive Digital Software 


SARTOON NETWORK anc {ego 





E2003 Bandai. “PlayStation” and the, 
are trademarks of and © Cartoon Netwo 






The fate 
Of humanity 
resis with 
Homer J. Simpson. 


“Best. Simpsons Game. Ever." 


- Electronic Gaming Monthly 




















Explore Springfield on foot =‘ Play as your favorite Simpsons character 56 story-based missions; 7 challenging levels | Over 40 unique vehicles 


VIVENDI 
Comic Mischief UNIVERSAL 
Mild Language PlayStation.e 


Violence 





CONTENT RATED BY 
9 5 8 


RADQMcC AL 


E N T & R T OA ' n nM € N T™ 


Matr GRoENWG 









Multiplayer for up to 4 players 





Save Springfield 
By car. By foot. By the seat of your pants. 


www.hitandrungame.com 


© 2003 Twentieth Century Fox Film Corporation. All rights reserved. Fox Interactive, The Simpsons, The Simpsons Hit and Run and their associated logos are registered trademarks or trademarks of Twentieth Century Fox Film Corporation. Vivendi Universal Games and 
the Vivendi Universal Games logo are trademarks of Vivendi Universal Games, Inc. “PlayStation” and the “PS” Family logo are registered trademarks or trademarks of Sony Computer Entertainment Inc. Microsoft. Xbox, and the Xbox logos are either registered trademarks 
or trademarks of Microsoft Corporation in the U.S. and/or in other countries and are used under license from Microsoft. TM, @ and the Nintendo Game Cube logo are trademarks of Nintendo. The ratings icon is a trademark of the Interactive Digital Software Association. 
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RESIDENT EVIL OUTBREAK 


= 


GAME INFO PUB CAPCOM | DEV CAPCOM | TYPE HORROR | REL DATE SPRISG | MAX PLAYERS #GU8 [ONLINE] | ESRB PENDING 


cae 


nat " A Alot of the assorted items you pick up can be used as weapons. m 
“~~: However, they will also break, depending on much you use them. 


The first online RE title creeps slowly towards a U.S. release 


side from the short 
demo available at E3, 


more of what Capcom 
has in store for Resident 
Evil fans. Hopefully, that will change 
in the coming weeks, as concrete 
info about Sony’s PS2 hard drive 

has finally been revealed. Right now, 
as with Final Fantasy XI, it looks like 
Outbreak will require the peripheral 





te, Al 


om vee 
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A This is a scene from one of the early 
acts in the game. Zombies invade the bar, 
forcing you to team-up and escape through 
a back way. 


Even from the limited E3 demo of the game, 
we were blown away by this latest RE title. 








we have yet to see much 
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in order to save game information, 
possible patches, and newly down- 
loaded scenarios. 

As most of you out there, we're 
certainly looking forward to re- 
entering Raccoon City, but we’re 
curious to how the game will mix 
things up in order to justify playing 
through the same segments over and 
over again. The fact that you turn into 
a zombie when you die is certainly 
entertaining and we hope little 
surprises like that keep turning up. If 
they do, then Outbreak could certainly 
become a breath of fresh air for the 
genre. After all, this is one genre that’s 
Started to run out of innovation... and 
there’s nothing scarier than that. 





sd. 





there are some items in those lockers. 
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A If Outbreak follows tradition, you can bet 


www.psmoniline feel 


We'll certainly keep you fans 
updated in the months ahead, but 
definitely check out these screens of 


=e 
Telsisliaye 


Remember the giant moths from RE2? 
Well, they’re back and are going to make 
you jump even more. | really dislike them. 


's unfortunate that voice chat doesn’t 
look to make it into the game. It would 
have made the game so much more fun. 


ae 











some of the later areas in the game. 
They’re just a taste of what RE fans 
can expect next year. STEPHEN FROST 





Old, Somethine 


As you travel through Raccoon City, you’ll come across some old enemies, as well as some new 
ones. We wonder if there will be boss characters to discover, as well. 


Here’s a classic sequence that fans of 
the series will remember. It’ll be nice to 
explore more of the Umbrella complex. 


You might recall this guy from the 
original RE, but he’s had a bit of a visual 
redesign in order to make him look new. 





namco:’ 


WWW.NAMCO.COM 


Get Ninja-crazy by collecting power-ups 


to incite Ninja’s special Rage abilities. levels with moves only the most insane 


Ninja would try. | 


Animated Blood A 


Violence 


CONTENT RATED BY 
ESRB 





Gravity? Run up walls and tear through 


Ninja and his missions. 


ed trademarks of Sony Computer Entertainment inc. TM, @ and the 





Use multiple weapons to take apart 


Five 2 ue wiiies mini- =e and 
any foe that dares stand between 


grueling missions that will separate 


a 


le ea wh 


ARGONAUT 


t ® and the Nintendo GameCuiBe logo are trademarks of Nintendo. Microsoft 
d are used under license from Microsoft. The ratings icon is a registered “352 mark of the Eniertainm 


ert Software Association. 


the Ninjas from the boys. 
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TONY HAWK’S UN 


Think you know Tony Hawk? Think again... 


f you'd have asked us four years 
ago what some future version 
of Tony Hawk’s Pro Skater would 
be like, we probably would 
have said something along the 
lines of “It’ll have better graphics, 
more skate parks, and, well, better 
graphics?” Truth be told, the THPS 
series has constantly amazed us in 
its ingenuity, and the latest edition 
is no different. But, then again, it’s 
very different. 

We've already told you about the 
concept: you can get off your board, 
run around, get back on, and continue 
combos. Heck, you can even climb 
ladders and run along rooftops. But 
after spending what is probably an 
unhealthy amount of time with the 





~ Betect + Senepe 
& You can even create your own custom 
tricks and use them in the game. 





ae 
OS 
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latest pre-release version, the true 
potential genius of this gameplay twist 
becomes apparent. Even something as 
simple as catching air up to the top of 
a building, then getting off your board 
to land opens up a world of possibili- 
ties. That, and the numerous genre 
twists being thrown in: driving cars, 
sneaking on foot, and more. 

We also like the story mode 
structure a lot more than previous 
THPS games so far. Rather than just 
trying your best to impress people 
(though there’s still plenty of that), the 
challenges all have some purpose in 


Spiltin’ Image 


GAME INFO 


= 





the overall scheme of things. ¢? 
Let’s not forget the “little things” 


Neversoft is cooking up for THPS nuts. 


Create-a-skater and create-a-park 
have improved, but create-a-trick is 
where the real fun looks to be. We've 
already created some crazy ones of 
our own, and the create-a-skater’s 
new Face Mapping option (which 
essentially lets you put your face in 
the game) is set to take customization 
to the next level. 

Toss in bigger, more exploration- 
packed levels and you’ve got what’s 
poised to be one of the year’s best 
sequels. RANDY NELSON 


Some of the most fun we've had with THUG so far is putting ourselves in 
the game. Just check out this photo of Randy and the in-game version of 


himself he created! 


This is 
Randy in 
real life. 
Yes, his hair 
really is 
that red. 


This is 
Randy in 
the game. 
Yes, this is 
a face he 
normally 
makes. 
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>» Work your way up in 
story mode to meet 
Tony Hawk himself. _ 


PUB ACTIVISION | DEV NEVERSOFT | TYPE SPORTS | REL DATE NOVEMBER | MAX PLAYERS PENDING | ESRB Tce 


graphics are better, but the really 
_ big changes are in the gameplay. 













& Not only can you skitch vehicles — you 
actually skitch a dog at one point! 





A It’s not all just skateboarding: you'll 
explore on foot and even get behind the 
wheels of cars! 


ey 


This isn’t just going to be a prettier, bigger 
THPS. It’s almost a whole new experience. 





You’re no longer human. 
Animal instinct takes over. 

You’re a vicious beast and you're 
out for blood. Bloody Roar 4, 

the original beast brawler is back 
and it’s darker and more ferocious 
than ever. You’re in for a brutal, 
bloody fight. Built on a new 

3D combat system, Bloody Roar 4 
has new characters, dec d 
combos, faster action and 
ability to customize your fighters. 


Show no mercy as you claw 


your way to the top. 


Blood 
Violence 
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¥ Using whatever is around 
as cover is definitely a good 
tactic, especially if you want 
to stay alive. Remember, it’s 
only bad if you don’t look 
good doing it. — 


A slight he, fakes the British secret agent online whet 


laying through each 
release, it’s interesting to 
watch the 007 franchise 
continue to grow and 
evolve. With its major 
beginnings on the PSone, the series 
Started out as a 
=, third-person 
action-packed 
experience 
with little in 
the way of 
overall depth. 
However, 
as the 


years have passed, we've seen our 
hero transform into something more 
complex and engaging. His missions 
have become more complicated and 
his growing arsenal of weapons and 
gadgets continues to make most 
other action stars jealous. Also, his 
personality (now made vocal through 
» Pierce Brosnan) is finally 
& starting to shine through 
that polygonal model 
that players see 
on-screen. 
’ For 
Bond's third 
_ PlayStation 
\ 2 adventure, 
\ the develop- 
ers at EA 
have decided 


< Bond doesn’t wear a 
helmet. After all, he is 
the star! 


GAME INFO PUBEA | DEVEA | TYPE ACTION | REL DATE SPRING | MAX PLAYERS FOUR (ONLINE} ESRB RATING TEEN 


LINE: 


to move back away from the first- 
person perspective, which has seemed 


to dominate the lias Just like in A The helicopter sequence is a definite 
Tomorrow Never Dies, the camera will favorite because you get to blow up a bunch 


of stuff while attempting to escape. 


From co-op missions to deathmatch arenas, this game will have plenty 
of multiplayer options to keep gamers happy. There’s even online 
support for those who want to fight opponents from around the world. 


We can’t wait to jump online and challenge all the other 007 fans out there. 
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be pulled back in order for us to fully 
see the character which we're control- 
ling. Obviously, it helps that Brosnan 
is also providing his image, which was 
cyber-scanned into the game. 

Having seen several of the major 
levels in EoN, we're actually glad to 
see the shift from the first-person 
view. It’s so much easier to get 
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While both the complete storyline and cast of characters 
haven’t been announced yet, we have come across a few 
pieces of artwork to show to you. They represent some 
of the enemy forces that are going to be out to get you 
during the game. 







across 007’s quirks and charms, 2. 
when players can see him all the whe 
time. From his classic attacks to his 
smart remarks, this is the Bond we’ve 
watched on the big screen and love 
sO much. Seeing him rappel down a 
building side, in-game, with explosions 
everywhere and enemies shooting 
from all angles just pumps up your 
adrenaline and level of excitement. 
EA is even taking this level of action 
even further by including multiplayer 
support in a couple of different ways. 

Fans of the series will finally be 
able to see lan Fleming’s creation 
go online, as they take him into the 
middle of intense four-player death- > 4 
matches and co-operative two-player im a m oP 4 F 
missions. Hopefully, asin the other EA 4 The resemblance to the real-life 4 Bond will have access to a 
Games-branded online titles, headset Pierce Brosnan is uncanny. It’s like variety of vehicles and have to 
support will also be included, allowing you’re actually controlling him in choose between them during 

. the game. various missions. 
for some classic old-school trash 
talking. Either way, these additions 
should certainly do a lot to make the 
game’s delay into early next year a 
bit more palpable. We'll keep you 
updated as more details are released. | a i 
STEPHEN FROST cee 







4 Enemies come in all sizes and colors, but where's th ath ind ii 
from... the SPECTER ballet troupe? 





Welcome to Middle-earth. 
The journey begins this fall. 


a. 


A The lighting in this game is quite A While we don’t applaud Bond’s 
spectacular. Notice how everything fashion sense in this picture, he 
in the missile’s path gets lit up does come well equipped for 
considerably. Bond had better the mission at hand. Spare that 
watch out. ammo, though. 


More action, gadgets and girls could make 
this the best Bond on PS2. 





OF RICLATL: GAME 


BASED ON THE LITERARY WORKS OF J.R.R. TOLKIEN 


www.lordoftherings.com 


4 Thanks to a process 
called cyber-scanning, the 
on-screen character looks 
just like Pierce Brosnan. 


UNIVERSAL 


[OMT ST o) (2K 
Spy 


A Your enemies have 
gotten even smarter. 
Now they'll actually try 
to surround you. Best 
keep your eyes open... 


“WAR OF THE RING’ INTER- 

ACTIVE GAMES © 2003 

VIVENDI UNIVERSAL GAMES, 

Blood INC. ALL RIGHTS RESERVED. 

Violence THE TOLKIEN ENTERPRISES 
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CONTENT RATED BY LORD OF THE RINGS,” “WAR 
Sse OF THE RING, AND THE 
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UNDER LICENSE TO VIVENDI UNIVERSAL GAMES, INC. VIVENDI UNIVERSAL 
GAMES, AND THE VIVENDI UNIVERSAL GAMES LOGO ARE TRADEMARKS OF 
VIVENDI UNIVERSAL GAMES, INC. “SIERRA.” AND THE SIERRA LOGO ARE TRADE- 
MARKS OR REGISTERED TRADEMARKS OF SIERRA ENTERTAINMENT, INC., IN THE 
U.S. AND/OR OTHER COUNTRIES. GAMESPY AND THE “POWERED BY GAMESPY” 
DESIGN ARE TRADEMARKS OF GAMESPY INDUSTRIES, INC. ALL RIGHTS RESERVED. 
ALL OTHER TRADEMARKS ARE PROPERTY OF THEIR RESPECTIVE OWNERS. 





www.psmoniine.com / #78 DECEMBER 2003 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / 139 











Own the night. 














Aneel 








Feel the unholy, addictive rush of pure speed like never before. Rip through adrift, circuit and drag races 
_ getters and add authentic, aftermarket upgrades: turbos, suspension, bodty kits and. of course, nitrous. 








RATING PENDING 


Visit www.esrb.org or * INTERNET CONNECTIVITY REQUIRED FOR PLAYSTATION 2 AND PCCD. PiayStation®2 online play requires intemet connection and Network Adaptor for PlayStation 2 (sold separately). 


call 1-800-771-3772 © 2003 Electronic Arts, EA, Need for Speed, EA GAMES, the EA GAMES iogo and "Challenge Everything" are trademarks or registered trademarks of Electronic Arts inc. in the U.S. and/or other countries. All rights reserved. 
olmmtclisemiaielareiiegm § § 9U0ra, and Celica are trademarks of Toyota Motor Corporation, and used with permission. Ford Focus ZX3 is a registered trademark owned and licensed by Ford Motor Company. Tiburon(Tuscani) is a registered trademark 
CONTENT RATER ar Mitsubishi Motors Corporation and used under license to Electronic Arts inc. “PlayStation” and the “PS" Family logo are registered trademarks of Sony Computer Entertainment inc. The Online icon is a trademark of Sony Computer 
ESRB ; TM, ® the Nintendo GameCube logo and Game Boy Advance ogo are trademarks of Nintendo. © 2001 Nintendo. All other trademarks are the property of their respective owners. EA GAMES" is an Electronic Aris™ brand. 
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in any of 20 licensed Nissans, Mitsubishis, Toyotas and : mt Ner Ereatures of the night. Rack up grocery- 
Then unleash your wicked creation online* to prey on the innocent. E-brake by eagames.com 


NISSAN, SKYLINE, 3502, SENTRA and 240SX are trademarks and/or intellectual property rights of NISSAN MOTOR CO.,LTD. and are used under license to Electronic Arts Inc. Toyota, 
owned and licensed by Hyundai Motor Company. Mitsubishi, Eclipse, and Lancer names; embiems and body designs are trademarks and/or intellectual property rights of 
Entertainment America Inc. Microsoft, Xbox and the Xbox logos are trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. 
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Sporting a completely 
new look, Cash is now ready 
to get down to business 
and fight for his survival. 
Without further adieu: it’s 
time... to start... running! 


em 


he company that brought 
us Grand Theft Auto is 
certainly no stranger to 
controversy or pushing 
boundaries. It appears 
that they'll continue testing the 
extremes, as long as there are people 
out there willing to go along for the 


GAME INFO 


ride. And, apparently, there are a lot. 
This time, though, the ride is going 
to be a bit rougher and take you to 
some very dark and disturbing places. 
Players are about to enter a world 
where survival is nothing more than a 
twisted and brutal game. Welcome to 
Carcer City. 

First unveiled in our September 


Up Close And Personal 


The Director of this gory game 
always likes to keep his eye 

on the action. So, you'll find 
cameras mounted everywhere 
you can imagine. Some of the 
things they see will make most 
people a bit squeamish. 


Along with executions, you'll apparently 
also see different camera angles during 
important sequences or introductions. 


PUB ROCKS TAR | DEV ROCKSTAR WORTH | TYPE ACTION 


NT 


issue, Manhunt has benefited from 
some new gameplay additions and 

a bit of a redesign for the main 
character, James Earl Cash. James now 
sports more traditional jailhouse wear 
and a slightly different look. However, 
that’s not going to change the amount 
of damage he’s able to cause. Using 
Stealth kill-style executions, he'll 
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Rockstar’s latest dark hero gets 
more violent... and a makeover! 


be able to take out his hunters in 
an impressive number of ways. In 
fact, players will be able to perform 
three different levels of executions, 
depending on how long they’re able 
to remain undetected. Using the 
plastic bag as an example, a basic 
“hasty execution” would be to simply 
suffocate the enemy. However, a third 
level, or “gruesome execution” has 
Cash suffocating the enemy, punching 
them, and then breaking their neck. 
Just makes you cringe, doesn’t it? And 
that is only a simple weapon. Imagine 
what can be done with a machete. 
Fortunately, that added violence 
isn’t just for show. Scarily enough, 
players are actually ranked on how 
gruesome they can be (up to three 
stars) and consequently rewarded with 


N 


In quite a few ways, Manhunt looks to take 
games to a whole new extreme. 
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A Each of the levels you’ll come across is 


considerably large. Most will take at least 45- 
60 minutes to get through. 






A Despite the “police” wording on their uniforms, we can’t imagine that 
these guys are up to any good. Actually, Cash will bet his life on that. 


A You know that empty-looking areas are 
never actually empty. That’s where the 
scariest stuff tends to happen. 





A Having one guy on your tail is hard 
enough. Find yourself in a situation like this 


and you’re pretty much screwed. A Some of these guys are pretty 


crazy. Can you imagine meeting 
skull head here in a dark alley? 


- ; Hopefully, you’ll have a weapon. 
additional levels and other special ‘itil r 


bonuses. What sort of bonuses, you 

ask? Well, we were a bit afraid to find 

out. Come this November, will you be? 
STEPHEN FROST 


PSM BREAKDOWN 


ieeuem <r A real college degree, focused 
re fy: : on advancing technology. 


4 Early on, the enemies you'll 
come across won't be that 
skilled or smart. However, later 
on, a very skilled bunch of 
hunters will show up. 


Ser Aetevenbbte Me tein pam gH Mo 


> Our “hero,” 

James Earl Cash, has 
undergone a makeover 
since the game’s 
unveiling. He now 
sports prison garb. 


Available online or on-campus. 


GAME DESIGN 
VIDEO PRODUCTION 
DIGITAL ANIMATION 
NETWORK SECURITY 

E-COMMERCE 

SOFTWARE ENGINEERING 


oa as 


-*_| & GTA3, eat your heart 
pee out. Rockstar Northis 
™ getting much more detail 

out of PS2 with Manhunt. 


4% 


A Poor, poor stalkers... 


al once Cash sneaks up 


, on them, he'll be able 
to execute any of three ~* 
F increasingly gruesome * laa 
levels of stealth kills. 
The more gruesome, i 
© the better your ranking (7 

= will end up being. 3 
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TECHNOLOGY MANAGEMENT 
MULTIMEDIA 
WEB DESIGN 
DATABASE MANAGEMENT 
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Learn more. 
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GRAN TURISMO 


Six screens Closer to fhe games’s anticipated release 






GAME INFO PUB SONY CEA | DEV POLYPHONY DIGITAL | TYPE RACING REL DATE WINTER | MAX PLAYERS SIX {GRLINE}] | ESRB EVERYONE 





eeerese ae es i 






SF F fimy d 


Pair ore wanes é 


4 Even on the canyon course, Subaru's Impreza is 
one mean rival. It may be small, but it's definitely 
no slouch around those sharp corners. 


our years in the making, be testing online, versus five other course, most of these parameters, 
Gran Turismo 4 could drivers. Yeah, we're excited about such as toe, final drive ratio, ride 
quite possibly be the most _ those tracks, but we're equally excited — height and pretty much anything else, 
comprehensive, complete about the cars Sony is slowly leaking can be modified to suit your driving 
and utterly captivating to the press, including some very Style. We're going to take a GT 300 — 
racer the console market will see for impressive American muscle and class JGTC vehicle (like the Autobacs 
some time to come. Forget that G74 sports cars, like the Corvette and Garaiya) and set it up for drifting... 
promises to have the most cars of all Pantera, among others. how about you? 
the G7 games to date. Forget that is The Driving Force Pro and over 30 TYRONE RODRIGUEZ/STEPHEN FROST 
also has the most advanced physics parameters per vehicle are insurance 


and rendering engines to date. Hell, that they'll feel like the real deal. Of Se. 
while you're at it, you might as well 
forget that G74 supports full six- 
player simultaneous online action. 
Laguna Seca, New York, Tsukuba, 
Fuji — just some of the tracks we'll 





Racing Laguna 


Racing the Laguna Seca course is one of the biggest thrills a driver can 
have. It’s somewhat become the default standard for most racing games 
out there. We'll also see plenty of foreign courses show up, as well. 





& This is one view of New York that 
normally isn't seen. We just wonder how you 
can drive from such a low angle. 








4 CPU-controlled cars are still going to A new release in the GT series is always It just wouldn't be a serious racing game if it didn't feature the well-known Laguna 
run in packs, so that the competition is something to get excited about. Seca Raceway. Granted, those PlayStation logos aren't there in real life. Or, are they? 
constantly there. 
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An innocent nation is facing annihilation. And time’s moving faster 
than a 9mm slug. So grab your weapon of choice, line up the sights A 
and keep your partner at your back. You’re going to need all the 


firepower you can get. timecrisis3.namco.com 











ang | 
a | 
cil | | 
Ep .; I i 
2g Oe | 
: » 4 . | | <B@ 2 l macwine Gun err of 
Insanely fast duck and shoot New Weapon Select System lets you 3 modes of play to keep the bullets 
GUNCON' 2 action. toggle between multiple weapons. flying long after the story’s done. 
TEEN 
' ¥ Violence : 
CONTENT RATED BY 
ESRB ® 





TIME CRISIS@3 © 1995 1997 2001 2002 2003 NAMCO LTD., ALL RIGHTS RESERVED. GUNCON®2 & © 2000 NAMCO LTD., ALL RIGHTS RESERVED. "PlayStation" and the "PS" Family logo 
are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. 


3° PREVIEWS 





y IR | LI Al RS y ] UMP PUBSEGA | DEVHITMAKER | TYPE ACTION | RELDATE WINTER | MAX PLAYERS TWO | ESRI 
ON: MARZ ot 


Giant robots and huge explosions! 






gain, Virtual On: Marz more than enough exploding mechs 
puts gamers in the to go around — players have to do 
cockpit of a giant robot, escort runs, defend outposts or simply 
but Sega has seriously survive an overwhelming attack force. 
revamped the way Players will also meet helper 
the title is played, especially when mechs as they play, allowing them to 
compared with the first game in the take on the various missions as a pair. 
series. While the core gameplay Unfortunately there’s no two player 
still consists of dashing and jumping co-operative mode, but battles with 
around arenas, the reasons for doing four mechs at once does have a great 
so have changed dramatically, thanks ring to it. DOUG TRUEMAN a . While most of your challenges w will be strictly one-on-one | 


to objective-based missions. Though affairs, there will be plenty of foursome action, as well. 


there will be a split screen two player 
feature, the focus of the game is now 
the “Dramatic Battle Mode” which 
immerses players in a compelling 
storyline. Instead of destroying every- 
thing in sight — though there’s still 





Robots and killer graphics are merging in a & Since there’s no online support, multiplay- A The pia iesices explosions are e back ae A Mission objectives and reconnaissance info 
fusion of steel and pyrotechnics. er is handled by the classic split-screen. further refined. It’s always good to see the are presented to you before you actually 
PS2’s power put to good use. enter the levels. That way, you’re prepared. 


GAME INFO PUB EA | DEV MAXIS | TYPE SIM | REL DATE DECEMBER | MAX PLAYERS TWO | ESRB EVERYONE 





A. Not only are the Sims more detailed, but A You'll be able to get out of your house and 


there are a lot more options available in creating fully explore new locations — a trip to the , . 
them. Why, you could make yourself and... “Club Rubb”, anyone? fter last year’s excellent towel snap and the French kiss. 






PlayStation 2 port of the Headed for stores shortly after you 

popular Maxis lifestyle read this, The Sims Bustin’ Out should 
’ mie all me items to software known as The be available very, very soon. 

Sims, we knew that the JEREMY DUNHAM/STEPHEN FROST 


© follow-up called Bustin’ Out would 

have potential, but we never expected 
it to be this much of an improvement. 
Bustin’ Out not only offers 100 new 
objects and 10 new careers, it also 
boasts tons of new locations and areas 
like the lab and art gallery. 

The most exciting development, 
however, is the just-announced 
inclusion of online play. Exclusively 
enabled for the PS2 version, this 4 This is the Shiny Things Lab, where you 
network-ready feature will support can go to sleep in these wonderful chambers 

: and wake up a whole new person. 

two-player cooperative teamwork and 
the ability to chat with each other 
in real time via the USB headset. 
Gamers will even be able to interact : we he 
with each other onscreen, as they The online play should be a big step forward 

ails : ’ for the franchise. 
trade social interactions such as the 
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¥ There’s no denying the amount of detail and eye iF iar — 
candy this game’s engine can produce. Just one look | a A a s aq. a aoe 
at these screens reveals a very good-looking game. . p 2 : : 





BROKEN SWORD: 


n development for more than 
two years, Revolution Software’s 
third installment of the cult- 
popular Broken Sword series 

is finally nearing completion. 
Looking to re-spark America’s fasci- 
nation with the adventure category 
and steering far away from gameplay 
examples set by recent genre stinkers 
like Angel of Darkness, The Sleeping 
Dragon should be a different breed of 
videogame compared to its competi- 
tion this holiday season. 

Centered on the real world 
documents known as the Voynich 
Manuscripts, Broken Sword’s story 
follows previous heroes George and 
Nico as they travel all over the world 
in an effort to discover the text’s 
hidden secrets. Voiced by the same 
team that did the earlier titles and 
given a hefty dose of humor, Sleeping 
Dragon’s developers have taken major 
precautions to ensure that the game’s 
presentation is top notch. 

Revolution has also seen fit to 
move the series away from its familiar 
point-and-click beginnings and into 
the world of the third-dimension. 
Boasting the franchise’s best visuals, 
Broken Sword’s meticulously rendered 
environments and realistic character 


Wists PUB OREAMCATCHER DEV REVOLUTION | TYPE ADVENTURE REL DATE TBA | MAX PLAYERS ONE ESRB TEEN 


WATCH AND 
LEARN, LARA 


While Broken Sword is very much 
an adventure game, in the vein of 
a Monkey Island or a Myst, it also 
features plenty of action to keep 
the fans riveted to the experience. 


AY From stealth-based gameplay to 
some Lara Croft-style jumps, there 
should be plenty of challenges for 
gamers to face and overcome. 


The cult hif series 
reinvented in 3D 








models are super-impressive. The 
lighting effects and shadows in 
particular are almost comparable to 
that of a high-end PC, and the build 
we played wasn’t even finished yet! 

In terms of gameplay, users can 
expect a lot of item interaction and 
puzzle solving with very little emphasis 
on shooting or action. Rather than 
require gamers to whip out their 

gun and blast an enemies to bits, 

for instance, the real trick here is to 
figure out how to escape your pursuer 
without losing a life. It’s a definite 
change of pace. 

We'll be back with 
more on Broken Sword: 
The Sleeping Dragon 
soon. Stay tuned. 

JEREMY DUNHAM/ 
STEPHEN FROST 


| With its high production values, Broken Sword 
could give the genre a much-needed boost. 





A In screens like this, we can’t help but get 
a little bit of a Indiana Jones vibe. Could 
George be the next Harrison Ford? 


> It might just be these areas, but it seems 
that most of the game is empty of NPCs. 
Hopefully, that’s not the case. 



















»» Having had some 
polygonal surgery, Nico is 
looking better than ever. 
She’s also a lot tougher 
and she’s still being voiced 
by the same person. 


» Nico may look like a 
prim and proper young 
lady, but when the 
situation gets rough, so 
does she. 
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Use assault rifles, fiber optics, night vision, and Breach and clear rooms, crack computer 


other hi-tech SWAT weapons and gear. systems, and take down the bad guys—all in 
a fast-paced environment. 


Go on hazardous missions, including hostage 
rescue, bomb diffusion, and surprise raids. 


sal Games, Inc. Development 
cense from Microsoft, 
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SHOUT 
COMMANDS 
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swatgst.sierra.com 


MATURE 


Blood and Gore 
Intense Violence 


CONTENT RATED BY = sali Bio : SIERRA ABGGNAUT Y 





-_GETTHE MOST OUTOF YOUR GAMES DECEMBER2003. 


U/ LU, 


STRATEGY 


(EX:) CasHevenia: LOI 
El) ESPN Basketball 





Alien Vs. Predator 
Disney Extreme Skate 
Downhill Domination 
GameBreaker 2004 
GameShark Codes 
The Great Escape 



































Ca 


Maps, tips, and hints ripped straight 
from the developers’ desks! 


Ace Space 

The races in space combat are particularly tough. 
This may be of some help: The rings can be very 
difficult to fly through for some people, so an 
easier way would be to aim the Targeting Reticle 
through the rings. The ship will naturally follow 
— Lee Liu, Tester 


Sic’ ‘em, Synthenoids! 

If you save up for the Synthenoids, they are a 

huge help against the troopers on Planet Dobbo, 
7 es as they will safely fire over the barricades at the . Penn + fe: iecaataie nue nseiatal es " 

— enemies while you're hidden behind a few stacked elieved. Lightning storms, small nuclear explo- 

crates. Once you encounter the tanks, though, sions, and just wait until you see the Sheepinator. 

you'll probably want to switch to an easy-to- 

hit weapon like the Seeker Gun. This way, you 


i 
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<< IN SPACE COMBAT, TORPEDOES 
DON'T AUTOTARGET, SO THEY’RE BEST 
USED AT CLOSE RANGE >> 





A Flying Lab, Planet Aranos 


A Megapolis, Planet Endako 


can take them out without 
getting too close. — Lesley 
Mathieson, Designer 


Give Builder Bob Some Job 
Security 

On either of the two spherical worlds 
where you play as Giant Clank, there’s 
health hidden in the buildings. Smash 
the buildings when you need a boost! 
— Matt Fairweather, Gameplay 
Programmer 


A Multi-Star is Born 

The Multi-Star gives you all the 
benefits of the Chopper with many 
times the deadly power. Now that it 
Splits into multiples, it’s also effective 
against groups of swarmers and 
Slow, armored creatures. — Eric 
Christensen, Senior Programmer 


Be a Cautious Commando 

In certain levels, there are enemies 
that are awakened by specific 
events. Use strategy to eliminate 
them without subjecting yourself 
to damage. For example, on Planet 


A Vukovar Canyon, Planet Barlow 


Endako, there are trashcans that 

can be turned over. This causes 
Sweeperbots to move into the area 
to sweep up the trash. You could just 


Enemy Ships: 


knock the can over with your wrench 
and take on the sweepers. But a 
cleaner (pun intended) way to take 
them out is to Knock the can over with 





A Piloting through space is made easier if you use your targeting reticule to point your way. 


www.psmonline.com / 
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A Maktar Resort, Maktar Nebula 





A Canal City, Planet Notak 


a Pulse Rifle blast while standing some 
distance away. As the Sweeperbots 
swarm the room, you can pick them 
off and continue on your way without 
taking one hit of damage. — Oliver 
Wade, Animation Director 


MEGAGAME Mega-tips 
Sublime strategy siphoned straight 
from the dev team’s collective brain! 


1. The first challenge of Hrugis Cloud 
(space combat) is to destroy the 
automated turrets. If you haven't 
upgraded your lasers, this is very 
difficult, because the robot drones 
will repair the turrets more quickly 
than you can destroy them. One way 
to succeed without upgrading your 
lasers is to damage all of the turrets 
to the point where they’re emitting 
bright blue particles and smoke. Once 
they’re all badly damaged, THEN 
destroy them. You should be able to 
get them all in one circuit of the level. 


2. In some of the later hoverbike 
CONTINUED NEXT PAGE 
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CONTINUED FROM LAST PAGE 
races, other racers will shoot 

at you. A reticule will appear 
superimposed on your bike and 

if you don’t do anything about it, a 
heat seeking missile will fly up your 
tailpipe. To avoid this nastiness, start 
jinking left and right as soon as you 
see that reticule! 


3. In the “Don’t take a hit” challenge 
in the gladiator arena on Planet Joba, 
megaturrets are the key to success. 
Stand in the middle of the arena and 
create a ring of megaturrets around 
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A Frozen Base, Planet Siberius 





: 


A Testing Facility, Planet Dobbo 
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; yourself. You should be nice 
ee and cozy... for a while. 


4. In the “Use the 
S wrench only” 
arena challenge 
on Planet Joba, 
the robots with flame- 
throwers are extremely tough 
— use your thrown wrench to 
maintain a safe distance. You 
can also lure the purple beasts over 
the hazards so they'll take damage. 
And you can use the purple beasts to 
take out other enemies — the beasts 


nro 


will indiscriminately trample their allies 
to get to you! 


5. For the “Kill the megapede in 3: 
00” arena challenge on Planet Joba, 
surround yourself with megaturrets 
and use the minirocket or pulse 
rifle/vaporizer to knock pieces off 
the megapede. The turrets will keep 
you safe while you concentrate on 
the megapede with your long range 
weapons. 


6. In space combat, torpedoes don't 
autotarget, so they’re best used at 


A Megacorp Games, Planet Joba 
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close range. Wait until two or three 
enemies dart in front of you and 
then... WHAM! Space dust. 


7. When racing Ace Bunyon in the 
Hrugis Cloud level, turbo on the 
straightaways and then make sure 
you’ve only missed 7 rings by the last 
segment. This way you can power 
Straight to the finish without being 
disqualified! 


Combat and Weapons tactics 
“Things that make you go BOOM!” by 
Ted Price & the Insomniacs 





1. There are many ways to get 
through the bridge section of Planet 
Snivelak. Our favorite is to set a trap 
with megaturrets for the first two 
tanks. Once they’re 
down, use the 
bouncer to 
destroy the 
troopers previ- 
ously hidden behind 
the tank. Then, moving 
further down the bridge, use 
the vaporizer to knock out the third 
tank and send seekers down to take 
out the remaining troopers. Since the 


tank left debris, you have a nice shield 
for the T-junction ahead. Run up to 
the junction and throw a few megatur- 
rets out to soften 
up the enemies. 
— While they’re 
~ firing away, (and 
” getting pounded by the 
megaturrets,) run back to 
the debris of the tank and take 
cover. From there, you can pick 
off the survivors with the vaporizer 
— they're just barely in range. 









2. On Planet Joba, there are turrets 


ok 


' 
; 
ut 
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A Megacorp Armory, Planet Todano 
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A Flying Lab, Planet Aranos 


Jalen nsoaolelanlasioiane 






stationed in strategic places. If you 
want to get 
through 

the level 

with your 
health intact, 
you've got to 
take out the 
turrets. Getting 


the enemies out of the turrets can 


be accomplished in a number of ways, 
but three weapons are most effective 

— spiderbots, pulse rifle and seekers. 

Make sure you've got adequate cover 

and then go for it. 









3. In 
Allgon City on Planet 
Damosel, the combina- 
tion of marauding Protopets and 
Exterminators is deadly. You need a 
CONTINUED NEXT PAGE 








5 i , i 
A Silver City, Planet Boldan 


t 


A Thugs-4-Less HQ, Planet Snivelak 
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weapon that can take out a whole GENERAL TIPS: 


















lot of enemies at once AND 1. Break everything you can. There’s tons of money in places you 
keep you out of range of the pan wouldn’t expect, like lampposts, plants, etc. 
Exterminator electric bolts. ok 


The Plasma Storm is your first 
choice, but if for some reason 
you don’t have it yet, the 
Bouncer works 
great. It will 

clear out swaths 
of Protopets 

and take down the 
Exterminators after a 
few shots as well. 


» 2. When you're in space combat, collect as much Raritanium as 
@%, you can! 


_ Focus on blowing up the ice crystals, asteroids, etc. Do 

this especially in the first two instances of space 
combat. As soon as you have access to Slim’s 
Ship Shack a little later in the game, the first thing 
you buy should be upgraded lasers — they’ll be a 
big help in the later space combat levels. 


owe a 





A Damaged turrets are constantly serviced by repair 
robots, making some MEGAgames tough to complete. 
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A Tundor Wastes, Planet Grelbin A Protopet Factory, Planet Yeedil 


154 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #78 DECEMBER 2003 / www.psmonline.com 


Pee no EM cP ato cen ee 


advertisement 


FEATURE 


publisher Bandai//developer Cyber Connect 2 
genre Simulated MMORPG//Now Available! 





In OUTBREAK, you'll fight your way through contaminated servers 
and eliminate enemies. The plot thickens, and the story draws you 
in further as you try to uncover the cause of this debilitating virus 
and rescue your friend Orca, who's still in a coma. 






| love part 3 and am addicted to the completely original gaming 
experience that .hack offers. | enjoyed part 1, and became 
addicted with part 2. 

The battles and story 
intensified, and the 

Cast grew to include 
online/offline players. 
Moreover, the simulation 
of playing an online 
game deepened with 
emails and news items 
that drew me further 
into “The World” 


RRA 
bor ac k Part 3 


OUTBREA K" 


In the 3rd chapter of the .hack saga, “The World” continues to 
deteriorate as the virus spreads out of control, and crosses the 
increasingly transient line separating “The World” and reality. As Kite, 
you must battle your way through “The World” before it implodes. 

In fact, you're faced with the possibility that this virus might be 
unstoppable, 












Luckily for us, the .hack series is a simulated MMORPG, so at least the 
virus can't spread to this world! 


1 


Mature Sexual Themes 
Mild Language 
Violence 





TM&© 2001-2003 Bandai Program © 2001-2003 Bandai. DOT HACK//SIGN TM & © 


trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of t 
{sO3} 










Don't miss 
parts 1 and 2! 
Play them first Hee 
— Now for under 
$30 each! ad 








This series keeps getting better and better, plus you also 
get a new episode of the original video animation of 
“hack//LIMINALITY"” in the same box. 


Bring on .hack 4! Keep your eye on www.dothack.com 
for more details. 
-Orca, Web News, Altimit. 
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Compete in EA-sponsored Onlin Tournamen s and chat in-game 
with EA SPORTS™ Talk. Plus, new “fair play" settings create 


PLAYERS= | PlayStation. 
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‘Sony Computer Entertainment Inc. Microsoft. Xbox and the Xbox logos are either trademarks or registered trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. ™, ®, Game 
Boy Advance and the Nintendo GameCube foge are trademarks of Nintendo. © 2001 Nintendo. All other trademarks are the property of their respective owners. EA SPORTS™ is an Electronic Arts*™ brand. 
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EW OWNER MODE 


“Here’s your key to the Owner's Box. Hire a staff, set ticket and 





* 


~ concession prices 





, build a stadium, add luxury boxes, and anything 


else you want to generate team revenue and fan loyalty. 








? 


ARE YOU A PLAYMAKER 
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2° HOW TO 


eae THE 


PSM _ 
CHALLENGE! © 


RULES You can’t send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on December Ist. If there are multiple 
winners, the final winner will be decid- 
ed by the best paragraph that explains 
why you're the winner. Send a picture : re —— 
or a videotape (non-returnable) and a < — tal Pe. 
short paragraph explaining why you're a _— eel otn A ee 
the winner. Sorry, no e-mail entries! = = . all ss 
‘ i . t | oe to readers 

_ living in the United States, age 18 4 F 
years or older. PSM reserves the right : Be Sar eae bed Whip of 
to substitute prizes of equal or greater Lightning before fighting Medusa 
monetary value, if necessary. — you'll need the extra kick. 


SEND YOUR ENTRIES TO: PSM 
December Challenge # (the 
challenge you're entering) 

c/o Future Network USA, 150 
North Hill Drive, cle CA 
94005. 

















THE CHALLENGES 





















In career mode, get platinum 
records on all the songs offered 
in the Enormobowl. Unlock the 
player costume that looks like — 
Marilyn Manson . Photograph or 
videotape your superstardom. 


Take a Slope Style run down the 
Style Mile and get the highest 
score you can. Send us a photo 


or videotape as proof. ° 
General Hints 
asKetan ‘" aa | Wax works! 
Get into 24/7 mode, and win a. FF , Keep an eye out for the yellow candles as they always contain a sub-weapon. The par- 


four games by shutout. Send us 
photos or videotape of your four 
NVifel Co) g(e] Ua @ 8) (one 


ticular weapon is marked on your map, so you will Know what it is before breaking 
open the candle. Purple Candles will always contain hearts, unless you have reached 
your maximum. After that they will contain $1 coins. 





PRIZE PACKAL (Te. Bees © Vase §=6Not-so-buried treasure 

cian ie Sey Spey Similarly, whip the crap out of any statue you find, and stand on every floor tile that 
ope V y \ ~APrae looks a little different. There’s a metric ton of hidden stuff hidden around here. 
Monster Rancher 4 game . | "en i 

OCOM I game 


PlayStation.c 







ei; yy Sta On e 


| GLAD pilus 






4 Colored bricks and digeable Statues are two sure giveaways that there’s more to this castle than 
meets the eye. Finding every single secret is the key to earning 100% completion on the game map. 


Save) 


Omnipotent orbs 
_ Each orb you equip will result in different special weapon attacks when activated (much 
q _ like the magic books used in the GBA Castlevania: Harmony of Dissonance). The most 
7, sin 4 my \, powerful orb is the Black Orb, but it is only available by playing through an optional 
AUGUST WINNERS be a” aN | al Va . dungeon near the end of the game. If you are having trouble beating the final 
| YY 'b a \. boss, you may want to take the time to acquire the Black Orb. 








James Monroe Il, Granite City, IL 


_ Obfuscated Orbs 

\ However, the orbs are often tough to get. For example, the White Orb is 
) : , : ‘ ‘__ hidden in a statue on the first floor of the Anti-Soul Mysteries Lab, but 
Sara Mclver, Billerica, MA ei 5 7 f Wik ae z . ie "iii \ \ ~._ you cannot get to it until you have acquired both the Flame and 


Randy Deatherage, 
Wichita Falls, TX 
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Ice whips. To get the orb, you will 
need to hit the statue with the Whip 
of Flame until it turns red and then 
use the Whip of Ice to break it. Keep 
your eyes open for secret locations 
and triggers, and don’t be afraid to 
backtrack to re-examine somewhere 
you've already been. 


Tickets to ride 

If you can afford it, you should always 
have a Magical Ticket and a Memorial 
Ticket in your possession. The first 
will warp you to Rinaldo’s shop, while 
the second will warp you to your last 
Save point. Used as a pair, you can 
quickly leave the castle, stock up on 
supplies, and then return without hav- 
ing to tediously make your way back 
through an entire level. 


Free fall 

Leon can’t be hurt by falling, so feel 
free to jump off any ledges you might 
find. Sometimes the quickest way to 
get somewhere is simple gravity. 


Block party 

Many of the enemies in Castlevania 
have sizeable health meters and will 
not go down in a single hit. You will 
need to learn to block if you want to 
survive. A successful block will leave 
the enemy exposed to counterattack 
and a perfect block will also fill up 
your magic meter. 


Subweapon strategy 

Choose your subweapon wisely: 
although the magic orbs in the latter 
half of the game will power up all of 
your subweapons, in the early game, 
the Axe is incredibly useful. You can 
use it to clear rooms quickly and it 
also deals a goodly amount of dam- 
age to Golem, the first boss. 


The hard lock kid 

Each level has a locked door and a 
hidden key. This is where the locks 
and keys are located: 


Anti-Soul Mysteries Lab: Red Phoenix 
Lock, Yellow Dragon Key 

Garden Forgotten By Time: Blue 
Dragon Lock, Red Phoenix Key 

The House Of Sacred Remains: Yellow 
Dragon Lock, White Tiger Key 

The Dark Palace of Waterfalls: Black 
Turtle Lock, Blue Dragon Key 

Ghostly Theatre: White Tiger Lock, 
Black Turtle Key 


Boss Strategies 


While there is no “best path” through 
Castlevania: Lol, there are certain 
weapons and armor that will work 
better than others depending on the 
Situation. Try to take on the bosses 


in our suggested order to make 
things easier. 

When you first reach the castle, 
head to the left hand side of the 
entryway. The section behind the 
door is a training area — learn 
the whip jump, as mastering it 
sooner rather than later will save you 
much frustration. 

After training, head to the other 
side of the foyer and follow the hall 
until you reach the room with five 
seals on the floor. Each seal will take 
you to a new section of the castle. 
Your best choice when first starting 
off is the seal on the far left — the 
Anti-Soul Mysteries Lab. 
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A The Golem is weakest when his arm is 
extended and the red jewel exposed. 


Golem — Anti-Soul Mysteries Lab 
The Golem may look tough, but fight- 
ing him is rather simple. The Golem 
moves slowly and his attacks are easy 
to predict. Keep your distance and 
use the whip combos to eat away at 
Golem’s energy bars. After dropping 
two bars, Golem will break in half 
and expose a red jewel. He'll also 
gain back one life bar. Now, focus 
your attacks on the red jewel. Golem 
will attack you with a spinning fist 
attached via a chain. Dodge the fist 
and let it hit the ground. It will stick 
there for a few seconds giving you 
the perfect opening to lay waste to 
Golem. Once he’s down, collect the 
Red Orb and return to Rinaldo’s via 
the warp. 


Lightning Elemental — Garden 
Forgotten by Time 

Beating the Lightning Elemental 

is easy once you have the Ring of 
Thunder (it’s in the Garden Forgotten 
by Time, in the area east of the court- 
yard infested by lizard men.) Make 
Sure you equip the ring before you 
enter his lair. The elemental will attack 
with a sword, lightning bolts and one 
massive blast. You can block most 

of his attacks, but you should avoid 
the bolts by running. After blocking, 
counter with a three-hit combo. Make 
sure to use your @) attack, because 
the elemental will block your normal 
© attacks. Wipe out two of his life 
bars and he will go down, leaving 

you with the Whip of Lightning. If you 
need to, warp to Rinaldo’s shop and 





>» Leon may have iffy fashion 
sense, but his skills with the 
Whip of Alchemy are second- 
to-none. 


power up. If not, return to the first 
floor and head north to Medusa. 


Boss Fight: Medusa — Garden 
Forgotten by Time 

Before entering Medusa’s lair, equip 
the Whip of Lightning, as it will do 
more damage than your default whip. 
Fighting Medusa requires either a lot 
of health potions or skilled use of the 
block button. Her first attack is a sim- 
ple frontal assault. Best bet is to block 
her swipes and return with a combo. 
When Medusa yells out “Turn to 
stone!” it is time to dodge by running 
in a circle. Damage her enough and 
She will yell “Damn you!” and then 
Start throwing stones at Leon. Dodge 
these the same way you dodged the 
stone lasers. Finally, Medusa will yell 
“Servants!” and release a horde of 
snakes on the floor. Again, dodge 

by running in a circle. Once dead, 
Medusa will drop the Purple Orb. 
Take the warp back to Rinaldo’s shop 
and power up. 

From here, return to the castle 
and re-enter the garden. Take the 
south door to find one of the doors 
you unlocked earlier. Behind it is the 
Ring of Fire. Exit back to the hub and 
go into the lab. Make your way to the 
Fire Elemental, equip the Ring of Fire 
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and the Whip of Alchemy and get 
ready for a fight. 


Boss Fight: Fire Elemental — 
Anti-Soul Mysteries Lab 


This elemental will.break most of your. 


blocks, so unless you have mastered 
the timing necessary for a perfect 
block, you should concentrate on — 
dodging instead of blocking: After the 
elemental lets loose with a string of 
Slashes, he will be vulnerable for a 
moment. Use this time to attack. In 
addition to the slashes, the elemental 
also has a special attack. He will jump 
into the air and then hit the ground 
to let loose a flame wave. Block 

the wave and then run in to attack. 
Once down, the elemental will leave 
you with the Whip of Flames, which 
will work wonders against the Ice 
Elemental. 

At this point, you will want to use 
the Red Phoenix Key to get the Wolf’s 
Foot and then use it to explore the 
section of the lab with the crumbling 
bridge before returning to the hub 
and completing the rest of the game. 
You should have an exploration per- 
centage of approximately 40% after 
beating the first four bosses. 


ae 


ESPN NBA Basketball 


ee 






DOMINATING ESPN’S 24/7 MODE 


The coolest new training mode in a sports game 
this year is certainly ESPN Basketball’s 24/7 
Mode. Not only is it an exciting mini-game (mini 
is definitely the wrong adjective), but by the time 
you make it through this deep gameplay addition, 
you'll be a much better player at the rest of ESPN 
Basketball. Here are some strategic tips to help 
you start strong on your own 24/7 journey. 


Terrorize 
Training Camp 


aia a wa. Your skills will 
er ) = 4 


be pitiful when 
you start 24/7, so 
before you start 

a single one-on- 
one match, spend 
some quality time 
in the training 
camp. Here you'll be able to build your individual 
Stats and skills. You won't earn points to progress 
to the next ranking level in this mode, but you'll 





A Training camp may seem like a 
waste of time, but trust us — it 
really isn’t. 


earn the skills that will help you get where you 
want to go. 


Go hard to the core 

You can focus your training in a variety of areas, 
but it’s best to focus in your core gameplay skills 
before you balance out your player. Make sure 
you've built skills in the following key areas: 


Free Throws 

Each match starts with a free throw, so you want 
to build your skills here. If you’re a free throw 
shooting ace even with low skill ratings, don’t 
waste time here, but if you can’t hit 90 percent, 
build up your skills until you can. 


Layups + Dunks 

You want to be able to drive and score in 24/7’s 
one-on-one matches. If you build this skill quickly, 
you can easily disperse with the lower ranked 
opponents and earn incredibly valuable skills like 
a double pump lay-up. 


Shot Blocking 

Perhaps the most important defensive skill in 24/ 

7 mode is the shot block. With this, you can stand 
back and let the opposition come to you and then 
swat it down their throat. 


Smackdown from Downtown 

In 24/7 matches, the three point shot is worth 
double the points of a regular shot, so it’s incred- 
ibly useful. The best way to make three point 
shots is to take the shot uncontested. One sneaky 
way to do this is to drive to the hoop, freeze the 
defender under the basket and quickly burst out- 
side the arc for an easy trey. Even if you're a lousy 





three point shooter, you'll still hit an uncontested 
shot a vast majority of the time. 


4 Shots from 

beyond the arc 

are worth too 
much to pass up. 





Minister of Defense 

In a one-on-one match up — the heart of 24/7 
gameplay — you need to be extra careful on 
defense. Play back near the bucket and let your 
opponent come to you. If you've built your shot 
blocking skills, you should be able to keep the 
other guy from scoring. However, if you’re playing 
a good long range dunker or an ace three point 
shooter, you will need to abandon this strategy. 


> If you have 
decent shot 
blocking, relax a 
little on defense 
so you don’t 
give up a layup. 











24/7/365 

If you leave 24/7 unplayed for too long, your stats 
will begin to deteriorate. Check back often to see 
how your player is doing and to build up your 
skills once again. 


NBA Live 2004 







4 Can Dan Fitzpatrick’s Kings finally make 
it to the finals this year? Sure — as long as 
an earthquake swallows up the Mavs, Spurs, 
and Lakers. 


ADVANCED HARDWOOD STUDIES 


NBA Live is back, and this year the 
road to the hoop isn’t a four lane 
freeway. The defense is much tougher 
so you'll have to work extra hard to 
get open shots and clean dribble 
drives. Here are a couple tips that, 

if used correctly, will help keep your 
scoring average high. 


TS ) 


Hitting @ on your way to the hoop 
will cause your player to make a 
quick hop towards the bucket and 
land with a jump stop. If you carefully 
time a follow-up with the dunk but- 
ton, your player will switch smoothly 
into a quick combo jam. This combo 


is incredibly effective because it gets 
you past the outer defense line and 
right to the bucket before the opposi- 
tion can react. However, remember 
that you're incredibly vulnerable to 
getting the ball stripped when you 
make this move. 





A There’s a reason you'll see the pro hop 
used in every single real-world NBA game 
— it works. 





The Transition Exposition 


NBA Live features the most excit- 
ing fast breaks in all of videogame 
basketball, and this transition game is 
the key to domination. 

As soon as you snag a rebound or 
a steal on defense, toss an immediate 
pass up the court. The Al will usu- 
ally let you get away with a free first 
pass, SO make it quick. As soon as 
the first pass is made (usually before 
the camera swings around) make the 
second pass, you will most often get 
away with that one as well. 


By this time, the ball should be 
most of the way down the court and 
the defense should be closing on its 
own bucket. Now make another pass, 
a quick move or a Pro Hop combo 
before the defense can organize. 
You'll be surprised at your scoring 
percentage in these situations. Just be 
sure to get back on defense. 








A Run and gun, baby — it’s all about the 
running and gunning. 


Play for Three off the ball 


Another new feature in NBA Live 
2004 is the ability to play off the ball. 
This is a great way to get your best 
shooter open for a three point shot. 
Hit the R3 button to bring up the 
player icons and choose your player. 
Use turbo and screen your guy off 
one of your teammates to get your 
shooter open for a trey. (This works 
best when you’re running a motion 
offense.) As soon he gets to the three 
point line, call for the pass, and hit 
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shoot before you even get the ball. 


> If only real life 
had the equivalent 
of a “Gimme the 
ball right now!” 
button... think of 
the possibilities... 








Be a Triple Threat 


Freestyle control works the best when 
you start from the “triple threat” posi- 
tion. To do this, you need to catch a 
pass and keep your player still. Pull 
the ball back with the right analog 
stick and from that point you can 
have a three key options. You can (1) 
make a quick pass, you can (2) pull 
up for the shot, or you can (3) use 

a wicked Freestyle move to dribble 
past your defender. With three ways 
to humiliate your opponent, you’ve 
become a triple threat. 





3e > is Rents. Aties 


4 Whatcha gonna do now, defender-boy? 
Watch me score on you, that’s what. 





FIFA Soccer 2004 


¥ FIFA’s very pretty Off the Ball control gives the player some new tools to 
use — here’s how to get the most out of them. 





Ee 


Ot 93.128 wr cuns OO | Pitag . 


THINK “OFF THE BALL’ IS OFF THE WALL? 
PRODUCER DANNY ISSACS EXPLAINS WHAT IT’S ALL ABOUT. 


For the Novice — @ and right stick 

For the gamer who wants a quick pick up and play version of Off the 
Ball runs, hold the ap button, watch the nearest striker raise his arm 
and run into space, then flick the right stick in the direction you want 
him to run. When he’s free from his marker, use the triangle and left 
stick direction to play the ball clean into space along the ground. If 
you prefer a lob through ball, hold down the @ button. 


For the Pro — @ and right stick 

The best passers of the ball are midfielders. The best runners of the 
ball are strikers. This is the same in FIFA 2004. To maximize the use 
of OTB runs, pass the ball to one of your midfielders in the middle of 
the pitch, hold a and watch your three strikers leap into action. 


Select your striker by pressing the a@@ button the appropriate num- 
ber of times and use the right stick to direct the run into space. You 
now have total control of the player. 


Use the right stick and run your man into space. When you've lost 
your defender, press the lob button to knock the perfect ball. 


lf your striker is running away from you the ball will go over his head 
and into space. If he’s running toward you the ball will be placed on 
the striker’s chest for tight control. 


Tips 

- Use the @@ button when crossing to release a perfect ball into the 
box. 

- Use the a button when close to the half way line for the perfect 
view of your attacking options. 

- Don’t hold down the right stick for too long — hit ap, select your 
player, flick the stick in the desired direction and pass the ball into 
space. 

- Modify the height of your through ball using the ap button — Gp 
will give the ball a lower trajectory. 

- Slow the game down by pressing the @ button — this will give you 
more time to use the @@ button and send players on runs. 
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Full Sail's Visualization Center is one of over 60 studios, 
production suites and computer labs located on campus. 





If you're passionate about pursuing a career in 
Game Design & Development, 
Full Sail is the place to start. 


To find out why: 


800.226.7625 


fullsail.com 





2—- FROM > HERE 


3300 University Boulevard +« Winter Park, FL 32792 


Financial aid available to those who qualify « Job placement assistance * Accredited College, ACCSCT 





e From Here,” “Full Sail Real World Education,” 
d the Full Sail iogo are either registered service marks or service marks of Full Sail, Inc 


WWE SmackDown! Here Comes the Pain 


TIPS AND HINTS TO MAKE YOUR ROAD TO THE TITLE LESS PAINFUL 





A “You have beaten me this time, my hated 
enemy, but | swear to all within earshot 
that one day, Ultimo Dragon will defeat 
He-Man and his Battle Cat!” 





f 


The bling’s the thing 

Earning the proper amount of money 
for the Shopzone can be a difficult 
task in the one year it takes to 
complete career mode. A great way 
to grab a lot of money early, however, 
is to play though a season with a pre- 
existing champion. Your popularity 
points are already incredibly high and 
you earn a bonus for each match you 
wrestle as a titleholder. 





A Oh come on — you're not really going to 
make us think up an excuse for running this 
screen, are you? 


Be 








tow 


Wis 


PPV for you and me 

Another effective way to earn money 
early is to get involved in every 
Pay-Per-View. If your grappler isn’t 
scheduled, just keep visiting one of 
the backstage areas over and over 
again until you run into an opponent; 
PPV money is quite hefty compared 
to SmackDown! or RAW. 


Supreme stat-building 

When creating your wrestlers from 
scratch, it’s important to focus growth 
on power and stamina early on in 
your career; they’re the two most 
important attributes and can help 
guide you through some of your 
more difficult challenges when just 
Starting out. 


Ask and you might receive 

Visit your general manager often 

and request title shots as often as 
possible. Though you won't be able 
to receive one if you’re embroiled in a 
current storyline, there’s always an off 
chance you could earn an early shot 
between story switches. 


Zebra poacher 
If you want to cheat in a regular 


match, simply change your focus 

so that you attack the referee from 
behind. While he’s out of commission, 
pick up whatever weapon you want 
and bash your opponent’s head in. 
As long as the ref doesn’t see it, you 
won't be disqualified. 


Tabletop trauma 

When wrestling in table matches, 
the easiest way to break the table is 
to set it up in the corner of the ring 
(Pick up the table and carry it to the 
turnbuckle. Then press @) and Irish 
whip your opponent into it. Two or 
three of these will turn it to splinters, 
and it’s a whole lot easier than trying 
to slam through the top of it in the 
center of the ring. 


Rage in the cage 

The key to winning cage matches 

is actually quite simple: wear down 
your opponent with bombs or slams. 
They’re the most effective maneuvers 
in matches of this type, and using 
these types of holds over and over 
will guarantee a quick red zone 

for your opponent and an easier 
time escaping the cage’s prison- 

like confines. 
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< Want a sure-fire way to 
win every First Blood match? 
Aim for the head, and try to 
be holding a foreign object of 
some kind. 


Turnabout is fair play 

Just as last year’s version of 
SmackDown! allowed you to steal 
an opponent's finishing move, so 
too does Here Comes the Pain. To 
pull it off, dizzy your opponent first 
and make sure that you have two 
SmackDown! icons in reserve. Once 
you do, press GD and Gp at the same 
time, and you'll finish your rival off 
with his own signature move. 


Use your head — or someone else’s 
If you'd like to bust your opponent up 
a lot quicker in First Blood matches, 
grab whatever foreign object you can 
and use running attacks to the head. 
It does almost double the damage a 
normal weapon blow would do and is 
much more likely to crack open your 
foe's cranium. 


The art of retreat 

If you’re defending a title and your 
opponent is too difficult to beat, leave 
the ring and get counted out or break 
the rules by hitting him with a foreign 
object. You'll lose the match by 
disqualification, but you'll keep your 
belt. We learned this one from The 
Nature Boy, Ric Flair. 
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Simpsons Hit and Run 
Options screen and holding Gd and 


@® while entering below sequences. = Win Super Career mode twice using 


any two fantasy riders (Cosmo, Mai, 


High acceleration 
Car jump on horn @@o® 
One tap traffic death @@@@ 


Unlock bonus cameras ©OO® 


Play credits dialogue @@Q@Q® 
Show speedometer @@O@ 
Redbrickcar =» Q@O@OO 
Show rendering tree ©@O® 


XGRA 
_ Enter “wibble” as your player name to 


~ unlock everything in the game. 
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Downhill Domination 


Enter codes during race, without 
pausing. 


Enable Cheats 
T@IVHO< OO 
Anti-gravity (floaty jumps) 
V@OOr 

Speed Freak 
V@>7@ 

Extra Cath >@@®<€ 
Unlock All Pro Rider Bios 
»<<€T® 

Unlock All Videos 
%€¢€¢lI@O 

Bottle Upgrade 
lee > 
Adrenaline Boost 
Vee 

Always Stoked 


V@O@<O 


shark codes 


PSM Exclusive Codes 


bame 


NFL Gameday 2004 
[M] Must Be On 
F440BE24 7F64451E 


Infinite Creation Points 
25009979 BCB4850A 


Soul Calibur 2 
[M] Must Be On 
F447B63E B66C4D16 


Unlock All Art Galleries 
04101168 1434631A 
04101169 1434431A 
04101169 1434631A 


More NFL GameDay codes 
[M] Must Be On 
F440BE24 7F64451E 


Infinite Play Time 
0450B72A 3CB07308 
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Free Money 


>ttOOO 


Unlock additional riders: 


Rakel — 


Ajax, etc.) 

Drud 

Win Single Player Freestyle mode 
with any rider. 

Kineticlops 

Can be purchased from the Bonus 
Purchases menu. He’s the $50,000 
“Bonus Rider’ 


Alternatively, pause the game during _ 


gameplay, hold @)+@p, and type 
©®6O, Then release ap+@p and 


press @. Then press G+@), and you © 


will get a Code Confirmed screen that 
says: Congratulations on Unlocking 
Maxed Stats, All Super Bikes, All 
Bonus Purchases, and have now 
unlocked 3 Bonus Levels. This code 
also unlocks the Sheep, Deer, and 
Llama bikes, all the Bike Upgrades, 
all the Bonus Purchases, and the 3 
bonus levels, free of charge! 


NCAA GameBreaker 2004 

Unlock Special Stadiums 

1. Access “Options” from the Team 
Match-Up screen by pressing @). 

2. Press @® to access the Stadium 
Select cursor highlighting the 
stadium name. 

3. Use > or € until you locate the 
following stadium names. 


Infinite Time Outs: Player 1 
04101529 14B0678A 


Infinite Time Outs: Player 2 
04101729 14B0678A 


No Time Outs: Player 1 
04901529 14B06788 


No Time Outs: Player 2 
04901729 14B06788 


More Soul Calibur 2 codes 
[M] Must Be On 
F447B63E B66C4D16 


Infinite Health Player 1 
54D03468 96B44718 
1923D624 932BB1FO 


Infinite Soul Charge Player 1 
54D01628 96B44158 
3933D635 03ABB1D0 


Infinite Health Player 2 
54909468 94344558 
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4. Press @ once you locate the 
stadium names below to access the 
text entry keyboard. 











5. Type in the name of the stadium 
cheat following each stadium name 






seen will ina = 
1. Emerald rea | 
We wees 
2. Bayside Park = 
Type: golden 
3. High Bluff Stadium — 
Type: stucco. 
4. The Desert 
Type: cactus 
5. CVN-99 
Type: catapult 


6. The Hangar Stadium 


Type: alien 
7. Space Station RDZN 
Type: lunar 
8. Easter Egg Island 
Type: idol 
9. 1989 
Type: gridlock 
. Temple of Apep 
Type: serpent 
11. The Coliseum 
Type: roma 
12. Spring Breaker 
Type: sandy 


Disney’s Extreme Skate Adventure 
Unlock all Create-A-Skater items: 
sweetthreads 

Constant Special Meter: 
superchargers 

Toy Story Music Video cheat code: 
marin 

Lion King Music Video cheat code: 


1961D625 13AB91D0 


Infinite Soul Charge Player 2 
5490B668 94344518 
1933D635 932BB1FO 


Unlock Extra Arcade Mode 
04101369 143443BA 


Unlock Extra VS Battle Mode 
04101369 143463BA 


Unlock Extra Time Attack (Standard) 
04101168 1434430A 


Unlock Extra Time Attack (Alternative) 
04101169 1434430A 


Unlock Extra Time Attack (Extreme) 
04101168 1434630A 


Ulloa aa cirmUlaviclmeyrierlie)) 
04101169 1434630A 


Unlock Extra Survival (Death Match) 
04101168 1434432A 
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_ be in the Pause Menu and press: 
O2oaooooonwm 











Note: if you get it wrong you have to 
leave the pause menu and then 
re-activate it. 








Toggle Unit Spying (Shows you ales ae 
enemy units are) = 
Gimme $10,000 (You get $10, 000) 
Player Invulnerable (You can’t di 
However, you can be “facehugger 
Clear Fog of War (Lets you see the 
entire landscape — not units) _ 
Cheat Win (Forces the 
inavtory) = 
Show LZs (Marks dropship lanc ing 
zones on the map) — a6 

Enable All Levels (Unlocks all levels 

on the mission Tselect eae 








The Great — 
Level Selec 


At main menu, press 


©nO@nOmOnmuwO® 
Unlimited Ammo: 
At main menu, press 


—6§OOeoOOMOOOOOOmM 
~ Unlock All Movies: 


At main menu, press: 


MHO®OOnmaOOOnam 
Unlock Greatest Escape Mode: 
Beat the game once 


Unlock Extra Survival (No Recovery) 
04101168 1434632A 


Unlock Extra Team Battle Mode 
04101169 1434432A 


Unlock Extra VS. Team Battle Mode 
04101169 1434632A 


Unlock Extra Practice Mode 
04101168 1434431A 


Unlock Battle Theatre 
04101168 1434433A 


Unlock Weapon Gallery 
04101168 1434633A 


Unlock Weapon Master Opening 
04101169 1434433A 


Unlock Weapon Master Ending 
04101169 1434633A 


Unlock Intro Movie (Home Version) 
04101168 1434438A 


Because even the strongest 
heroes need help sometimes 


"strategy fans should be tenting 
their fingers in anticipation..." 
-- GMR 


We've got company... how convenient. 





Over 40 Hours of gameplay with 
multiple endings! 









Unleash over 100 mind-blowing 
spells and special skills to lay 
waste to your enemies! 





Dynamic Battle System: Switch 
your characters in and out of bat- 
tle to match the strengths of your 
toughest opponents! 


Comic Mischief 
Mild Language 


Mild Violence 
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Spell 


WING. ae 
: G: Do NOE Lise in coniunction with any i 
S Or incantations. See bac pane 


PN he ee ssemeennnely 


PlayStation.e 


for 


blow! 





val 
pe sak 


— 





Get regular. Get Disgaea. 





"Don't expect a standard strategy- 
RPG, though the whimsical plot, 
bizarre graphics, and crazy 
minigames combine to make 
Disgaea a truly offbeat experi- 
ence." 

--Electronic Gaming Monthly 









Customize your army with over 
150 character classes and mon- 
sters! 





2 ATTACKS 
Pica tao 
A 
New Formation Attack System 
allows up to 4 of your characters to 
do quadruple the damage on one 
enemy! 





Never before seen gameplay ele- 
ments add a new dimension of 
Strategy! 





ATLUS 


WWW.ATLUS.COM 


©2003 NIPPON ICHI SOFTWARE INC. Licensed to and published by ATLUS U.S.A., Inc. “PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved 



































o PlayStation. nd 








Experience bombing runs, 
turret gunning, and all-out 
attacks — missions are as 





Fly vipers, raiders and 
bombers into epic space 


action! e tiingmen you'll 









Mild Violence >| PlayStation.c 



















attlestar Galactica” interactive game © 2003 Universal interactive, Inc. Battlestar Galactica and related characters are TM and © of Universal Studios. Licensed by Universal Studios Licensing LLLP. All rights reserved. Vi rsal Games logo f Vivendi Universal Games 
Inc. in the U.S. and/or other countries. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox logo are either trademarks or registered tradema or other countries and are used under license from Microsoft 








The Complete Epic Series 
on DVD Oct. 2ist 


THE LEGEND IS REBORN 
wm = =— Salhi 






















“a worthy sequel”- gamespot.com 


OUnleash Multiple Tactics in a Single Turn with the New Tactical Chain System 
OPlay as Lu Bu, Cao Cao, Sun Ce, or Liu Bei 
O©Epic New Stories with Multiple Branches and Endings 
OTwice the Number of Tactics as the Original — 
Quoin Allied Officers for Devastating Team Tactics 


Violence 


PW Zeolite) o)(-My Cob’, '4 





_ Brave souls,come forth! 


OFT 








EVERYONE 
® Alcohol Reference 










Mild Language 


Violence 





he Theee kingdoms . 


Bitter Enemies, allied schemes, and War Council 


directives intertwine ina rich tapestry of intriguel)e AVAILABLE NOW 


The KOEI logo is a trademark or a registered trademark of KOEI Co., Ltd in Japan, the U.S. and/or other countries. Romance of the Three Kingdoms is a registered 
trademark, and Dynasty Tactics is a trademark of KOEI Corporation and KOEI Co., Ltd. ©2003 KOEI Co., Ltd. All rights reserved. “PlayStation” and the “PS” Family 
logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 
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LETTER 


Ruan 









| This American 
“foothal!” is so Bi Ey 
\ easy, dad! _<aaie 


SRE ABS 


shove people without 
yellow cards... 


to wear a 
—» Ae/7et... 


Be Satire 
=e a 

















Best of all, 

you can carry 
the ball with 
your Aarnds/ 






i a ; 4 
&. We’re not sure why some people are so much better at games than others. Maybe t 


RANDY’S TIP 
OF THE MONTH: 
“The next time you’re 
walking in the rain and 
someone says ‘Hey, 
buddy, is that a Cloak 
of Protection you're 
wearing?; | always 
recommend telling 
them it’s actually a STEVE 
Cloak of Power. That 
way, you can make 
bank by selling it 

to them. Of course, 
you'll have to spend 
some of that dough to 
buy yourself a Cloak 
of Invisibility so the 
chump doesn’t jump 
you the next time 

he sees you walking 
around town.” 


It would have to be Mr. Kojima. The man 
is nothing short of a god. The game would 
have to be the next Metal Gear game. He 
Said that he wanted someone to take over 
the development side of it anyway. Better 
to learn from the best. 

Scolt Stanley, Four Oaks, NC 


fe]i4=/.\ 8 €7y' 


EACH MONTH we post a new question 
on our website at psmontiine.com, and 
print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


This Month’s Question: “if you could 
work with any game designer, who would it 
be, and what game would you make?” 


| would work with the legendary Hironobu 





www.psmonline.com 


PSM Letters 150 North Hill Drive 
c/o Future Network USA Brisbane, CA, 94005 USA 


E-mail: 
psm@futurenetworkusa.com. 


Re 











That's 
er70ugh, junior -- 


Any more of 
Wi this “stowboating” and 
| will be forced to 
“perch” you. 


hey’re mutants, or space aliens? 


A Despite some fierce competition, Steve ended 
up the winner of PSM’s annual “Funny Face-Off.’ 





R.1.P. RPG? 
Ever since | played the very first Final Fantasy on 
the very first Nintendo, | have been addicted to, 
and obsessed with, role playing games. | played 
them all through the first two generations of 
Nintendo and then switched to PlayStation when 
it came out because that was where all the RPGs 
were going. | have never regretted it. However, | 
get the sense from your last few issues of PSM 
that there don’t seem to be too many RPGs 
coming out in the near future. Do you know if 
there are some in the works for later? My other 
question concerns games like FFX/. | regret that 
| will not be getting that one because you have 
to play it online. | don’t want to play online. Is the 
trend going to continue like that? 
Judy Feligno, Hkig@aol.com 

jen Orr, enorSGemsn.cam 

We’ll definitely see more online RPGs 
as online gaming becomes more common. 
They certainly won’t replace single-player 
RPGs, but they might be soaking up some 
of the development capital at the moment. 
There are definitely fewer traditional RPGs 
around this year than last, but it’s hard to 
say at this point if this is an ominous trend 
or a one-time phenomenon. These things 
often move in cycles, depending upon what 
is selling well. For instance, Baldur’s Gate: 
Dark Alliance did well back in 2001, so this 


| would work with Yoshinori Kitase (FFX) 
to make a revolutionary RPG that would 
break the mold on the combat system 
and how you watch the cinemas. 

Luis Norvac, Pone, PR 


Sakaguchi, because he makes the Final 
Fantasy games and | would love to work 
on a FF game. 

Tony Spangler, Derby, KS 


It would have to be Kazuinori Yamauchi of 
GT4 because | could get some sweet rides 
in his cars. 


That's an easy question. Help Pamela 
Anderson create “Trampoline Madness!” 


Patrick Aquino, Aurora, IL Zeke Harrington, Placentia, CA 
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DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 


, Must not 
{ waste a Si7g/e 







-- of sweet, “ 


4 Gross PSM fact of the month: Chris eats so 
much In-N-Out, he actually sweats special sauce. 


4. Between being senior editor and producing our 
DVD, this is the closest Steve gets to a vacation. 


What wes 


: 2 ! 
Steve talking }¥e There's 70 


Such thirig as 


AA... this 
| Aidenary braivt 
mm is absolutely 
delectable! faa. 








sweet burger 


BY “brain” has 





year, there are three action RPGs coming for 
the holidays. If the next few traditional RPGs 
to hit the market sell well, publishers will 
probably start cranking them out again. At 
least, | hope that’s the case. 






Survival Bore-er 
I’m sorry to say It, but | think we have reached the 
climax of the survival horror genre. Maybe I’m a 
cynic or just unimaginative, but | think Si/ent Hil/ 
is the epitome of horror. To bring new life to the 
genre, | would love to see Steven King’s works 
brought to an interactive console. Or perhaps 
there would be a way to integrate 3D glasses 
technology into certain horror games and things 
could literally jump out of the screen. | hope that 
other readers have some new ideas that will help 
companies keep the horror genre from dying. 
Josh Bartman, Weequay427 @aol.com 


3D is definitely something that would 
be cool, but traditional 3D technology 
wouldn’t do. Who would want to play a 
game that basically only appears in red and 
blue? Polarized technology, like used in the 
Sega Master System’s Missile Defense 3D, 
would probably work a lot better. If you’re 
tired of the genre, though, you should check 
out SCEE’s upcoming title, Siren. Hopefully, it 
will come to the U.S. From what I’ve read, it 
looks to scare the @%# out of you. I can’t 
wait to see if that’s true. 


Spawn Shop 
| was watching TV today, and | saw the advertise- 
ment for Sou! Calibur II. It looked great, until | 
heard that Spawn was only a playable character in 
the Xbox version! Is this true? Are we really going 
to be robbed of the ability to play as the coolest 
comic book character ever? 

Justin Jarboe, cjconst@airmail.net 


cheese } 


from the top, 


4. The PSM Players present Thomas Harris’ 
Hannibal, adapted for the office by Eric Bratcher. 


| would probably like to work with Tetsuya 
Nomura, and work on some awesome 
action / RPG with someone cooler than 
Sephiroth as the main character. 

Patrick Carthey, Walworth, WI 


| wouldn't work for a game designer 
because I'm to lazy to work, period. 
Shawn Goehi, Aurora, CO 





170 





Yes, it’s true. And no, we didn’t get 
robbed. Personally, I’d rather play as Peter 
Porker Spider-Ham than Spawn any day. 

Me too, but I have a soft spot for pigs. 


The Madden Curse 


| just heard some disturbing news and | need to 


know if this is a coincidence or a curse. Madden 
200] 's cover man was the Titan's Eddie George, 
whose 2001 season ended in a loss to the 
Baltimore Ravens after a Super Bowl loss to the 
Rams. Madden 2002's cover man was Viking 
Daunte Culpepper. His season ended with a 
horrible team record after winning the NFC cham- 
pionship. Madden 2003's cover man, Marshall 
Faulk, stayed injured during his whole 2002-2003 
season. Now, Madden 2004's cover man, Michael 
Vick, the NFLs most promising player of the 
2003-2004 season, is out six or more weeks with 
a broken fibula. Coincidence... or curse? 

Grant Smith, BdigitalS8@aol.com 


On the surface, the Madden Curse is 
one of those crazy, unexplainable things that 
happens every year. I guess it’s kind of like 
the old “Zero Year” curse, in which every 
President elected in a year ending in zero got 
killed in office, until Reagan broke the curse. 
However, if you’ve read “The I//uminatus 
Trilogy” and become enlightened to the true 
workings of the world, it becomes obvious 
that this is part of something much, much 
more sinister and deliberate. Exactly what 
that is isn’t clear, but it looks to involve 
apples, pyramids, talking dolphins, and lots 
of random sex, so it’ll at least be interest- 
ing... and M-rated. 


XXX-cellent Question 


Let's be honest with each other. The PS2 isn’t as 
perfect as we thought. You see, my husband loves 
his PlayStation 2 almost as much as me, which is 
Okay. | like it, too. It seems that when you watch 
the movie Antz or Toy Story, you shouldn't have to 
override the parental control, but you do. 

Well, one day my husband and | used our 
beloved PlayStation to play porn. Now, we are old 
enough, but why the hell would it NOT require 
a parental control? It just loaded right up. Is this 
done on purpose or Is it a mistake? 

Name and adaress withheld 


First off, you can disable the parental 
controls for DVD videos by entering 7444 
as the password. Secondly, the reason it’s 
possible to watch adult DVDs on PS2 even 


Silent Hill is very scary, 


but not as horrifying as... 
Notting Hill! 


GAMES WE 
WANT TO SEE 


ITALIAN PLUMBER 
BROTHERS 

As the title suggests, 

in this game you would 
play as one of two 
brothers, both of which 
are plumbers. There's 

no actual plumbing 
involved, though; 
instead, you have to 
rescue a princess that’s 
being held captive by a 
giant turtle. There’d be 
lots of evil turtles in the 
game, in fact, even flying 
ones with wings. Oh, and 
they'd also be attacked 
by walking mushrooms. 
The plumbers would 

be able to eat certain 
mushrooms to grow 
bigger, and flowers to 
shoot fire. On second 
thought... this idea is just 
too weird, even for us! 
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| would love to work with Shinji Mikami to 
make a survival horror game all about a 
person who gets stuck in the past in an 
island tilled with zombie dinosaurs !!! 

Varun Nair, AL 


Are there any super model game 
designers? Then, no... 
Brandon Smith, Corinth, MS 
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Capcom. | would force whoever has the 
rights to Dragon Ball Z to give it up so we 
can actually have a perfect DBZ game in 
2D, cause 3D ain't cuttin’ it. 

Ephraim Brantley, Birmingham, AL 


I'd work with the team behind the game 
Enter The Matrix, so | can kick all their asses 
and beat them profusely to have them 


make a game where their money is spent 
on the DEVELOPMENT of the game, not 
ADVERTISEMENT!!! 

Greg Nugent, Pennington, NJ 


Lord British, or Richard Garriot, designing a 

GOOD Ultima Online, that actually deserves 

to be compared to the old school Ultimas. 
Johnie Woolly, Cape Girardeau, MO 

















































































































Seeing it is believing it as your favorite virtual monster series is back and better than ever! 
MR& boasts a brand new adventure element that will take you and your monsters to distant lands and beautiful environments to battle big bosses and 


unlock hidden monsters. This is no longer just a training ground, this is the adventure you and your monsters have been waiting for! 








“1 y 4 
Monster Rancher like You Have 
Never Seen it Before! 
Visit www.esrb.org 
or call 1-800-771-3772 
for more info. : PS) a | 
PlayStation. Cc. | www.tecmogames.com fae Me re 


Monster Rancher®4, ©Tecmo, LTD. 2003. Tecmo and the Tecmo logo are registered trademarks of Tecmo, LTD. Peay Gatnon tee Sheet hares lou ate feartered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 





HARDCORE 


| just received your October issue and 
| came across your preview for the 
Transformer Armada game. This game hits 
a very sore spot for me. First off, being a 
collector of the original 1980s Transformers, 
| think this new line of toys is an insult. More 
importantly, it reminds me of an amazing 
Transformers game being released in 
Japan that is not slated to come to the US. 
It is called Transformers. \t features 100 
playable Transformers from the original line, 
including the real Optimus Prime, not this 
Armada wannabe. | have waited 20 years 
for a good Transformers game to come out 
and when it does, | can’t get it. Is there any 
way to protest or petition to get this game 
to the U.S.? | need to be Optimus Prime! 
Paul West, jammybugga@aol.com 


Hey, | hear ya. I’m big on the 
old-school Cybertronians, and would 
love to see the Japanese Transformers 
game come Stateside. Unfortunately, 
there are not concrete plans to do so 
at present, although there was talk 
around E3 that it may be picked up 
by a smaller publisher. We’ll keep ya 
updated. As for Atari’s Armada title, 
don’t be so down — Eric just got back 
from seeing it in action, and it’s already 
pretty high up on his “most antici- 
pated” list. 


WY 


with parental control turned on is that, 
unlike normal DVDs that are digitally 
imprinted as being a “G,”” “PG,” “PG-13”” 
“R,” or “NC-17”-rated movie, they don’t 
have a rating assigned to them at all. The 
same thing goes for any movie rated “NR” 
or “UNRATED,” no matter if it’s an adult 
movie or not. 


Hatin’ Hideo 

| am very angry with Hideo Kojima. Don't get 
me wrong; | think the man is a genius, but | am 
growing frustrated with him. He is not producing 








have quite a few animals. Well, recently, one of my feline 

friends urinated on my PS2 controller. | was wondering, 

what’s the best way to clean this? Is it possible to take it 
apart and soak/wash the plastic parts in water? What exactly 


do you recommend? 


Spartibus, spartibus@comcast.net 


BILL Well, Spartibus, as a fellow animal owner, I have 
to admit that I’ve encountered this problem a few 
times in the past myself. What I’m going to do is give 
you a simple, step by step plan for cleaning up the 


mess. Ready? Let’s get started! 





The 4arad/’ 
Pare is putting 
them back 
together! 





pliers, a can of compressed air (available at any auto 
parts store), some Q-tips, a bottle of alcohol (you 
know you expected that, right?), and a small rubber 
hammer or mallet. All of these tools are easy to 


acquire at your local hardware store at a relatively 


low price, or your Dad might already have them. 


The next step is to firmly grasp the cat by the 


ever finding any plastic parts... 


First, gather the tools you'll need. | recommend 


a small Phillips screwdriver, a jeweler’s loop (this 
is one of those precision magnifying eyepieces you 
sometimes see in spy movies), some needle nose 


any real Solid Snake-based games. Metal Gear 
Solid 2 allowed for roughly only 5% of the game 
to be played as Snake, with the rest to be played 
as that sissy-boy Raiden. After | heard that /GS3 
was in the works, | was overjoyed. | thought 
“Now Snake will be the main player character 
for sure!” After your E3 report, | realized | was 
wrong. Instead, you will be playing as Big Boss. 
This title handles the character strangely; it’s 
Snake, but it still isn’t Snake. | was then surprised 
and angered to find that Kojima does not intend 
to produce any more MGS games unless he 
absolutely has to. Am | overreacting, or do you 
feel the same way? Why can’t Kojima just deliver 
the goods? Doesn't he know how much we love 
Solid Snake? 

Jeremy Blanco, jer128@earthlink.net 


Y’know, it’s weird — with or without 
a Snake as the main character, the Metal 
Gear games will play just as well... but so 
many fans act as if the games are seriously 
worse off without him (and hey, | want to 
play as Snake, too, so I’m not criticizing 
here). Why do we feel so strongly? I guess 
it comes down to two simple points: 1) 
Snake kicked ass in MGS1, and 2) Raiden 
sucked in MGS2. But who knows, maybe Big 
Boss will be a great character (if that really 





is him in MGS3). In talking with Kojima, I 
really feel that he’s listened to the fans’ 
reactions to Raiden, so I’m sure that 

— Snake or no Snake — MGS3 will feature a 
great lead character. 


Carcer City Clues? 

| was reading about Rockstar North's new game, 

Manhunt. What got me intrigued is that in 

GTA3, on one of the radio stations, there was 

a mention of the chief of police in Carcer City 

being kidnapped. | am curious if you know if 

this game takes place in the G/JA universe and 

if there are more references to Manhunt in that 

game. | know it’s a long shot, but with Rockstar 

North helming it, it could very well be a possibil- 

ity. By the way, are any of you Red Dwarf fans? 
James Hunt, bfett1S5@yahoo.com 


In GTA3 there was a hidden 
billboard that said something along the 
lines of “See You in Miami!” and, viola, 
we got Vice City. The Rockstar North guys 
are always thinking ahead, so they may 
very well have thrown in a little allusion 
to Manhunt way back when they were 
recording audio for G7A3. Rockstar won't 
officially comment whether Manhunt takes 
place in the same universe, but we certainly 


neck and hit him several times over the head with the 
mallet. Then you can start the disassembly. The first 
screw is right behind the left ear. You know, Spartibus, 
I’ve done this several times, and | don’t remember 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@futurenetworkusa.com, with 
“800-LB. Gorilla” in the Subject Line. 


POP QUIZ! 


Think you know your 
PlayStation trivia, 
hotshot? Okay then: 
which of the following 
character names are real, 
and which ones did we 
make up? 
Decoy Octopus 
Slash Beastleo 
Ogen Voltz 
Mr. Mosquito 
Roger The Kangaroo 
Maxx Panic 
Beard Burger Master 
Dr. Muto 
The Finger Prince 
Shimi-Shimi Man 
Mad Seven 
Master Mind 
. N. Brio 
Captain Blasto 


=Ssrerwerrzanmonp > 


1294 (N ‘9d (W 

‘oye (7 42d (M Te8e (6 
“oyed (| Teed (H ‘18d (D 
‘aed (4 TOY (3 1294 (d 
“axed (9 ‘e9y (g ‘129d (V 
‘SJOMSUY 


I'd probably work with THQ and I'd make the 
Official Big Brother video game. You know... 
the show Big Brother 

Matt Waugh, San Antonio, TX 


| would work with Hideo Kojima and make a 

game about killer bunny rabbits that sneak 

around trying to find the magic carrot. 
Benjamin Lin, Kirkland, WA 
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I'd work with Bill Hindorff, and I'd make “The 
Suckiest Racing Game of All Time” What? 
They already made that and called it San 
Francisco Rush? Oh... 

Ron Hogan, Aberdeen, WA 


Capcom; | want to see a Devil May Cry 
sequel that’s actually good. 
Alex Ziebart, Milwaukee, WI 
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Capcom's Keiji Inafune, so | could work on 
the latest Mega Man X game. Us Americans 
have to get our say in too, right? 

Simeon Garvin, Baldwinsville, NY 


Forget the companies. | will start my own 

and control the companies! Games? How 

about Sir Potato and the Evil Chainsaw? 
Adrienne Luchiano, Baltimore, MD 





Akira Yamaoka, Silent Hill 4. |t seems he 
really needs help, cause SH3 was a MAJOR 
let down, even though | still bought it. 

Trent Grunewald, Yakima, WA 


I'd work with the entire PSM team to make 
a sequel to their Valkyrie Wilde: Full Frontal 
Assault game. 

Mike Hawk, Hollywood, C/ 


bns of NBA stars — like Shaquille 
pGrady, Yao Ming, Kevin Garnett, Paul 
Dirk Nowitzki-— for the hottest hoops game 
on your ur PlayStation 7] computer entertainment system. 









A PlayStation. wWww.atarikids.com 


EVERYONE Sam 
Visit www.esrb.org 
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So, we meet \_ = 


at last! 


iY the Arse and 
: last tire you'll 


Prepare 


encouriter a 
Belmont -- | 


So, we meet 
at last! 


to meet thy doom, 


prorster! 


wouldn’t rule out it containing some nods 
to other Rockstar North-developed siblings. 

To answer that last bit, | think I’m the 
only Red Dwarf fan on staff. Which means 
that | can call everyone else a “smeghead” 
and they’ll be none-the-wiser! 


Evolve Or Expand? 
In your last issue, it really ticked me off to 
see that you guys had given Virtua Fighter 4: 
Evolution a 10. Metal Gear Solid 2: Substance did 
the exact same thing (take the same great game 
and add even better things to it.) and you guys 
lowered it to a 9/10! If that’s not hypocritical, 
then | don’t know what is. And even though this 
is completely off topic, doesn’t Eric look like the 
guy from the Operation board game? 

Travis, jopeltod@comcast.net 


You should see me when someone 
tickles my funny bone — my nose lights up. 
Anyhow, we understand your confusion. 
Here’s the difference: MGS2 Substance just 
didn’t age as well or add as many new 
features as VF4. Sure, it added quite a 
number of extras, but the main game didn’t 
change much. VF4: Evo, on the other hand, 
added two entirely new characters, refined 
and rebalanced every character’s move set, 
and added an arcade mode so addictive and 
compelling that it really should come with 
a warning label. Then Sega chopped the 
price tag down to $20. In other words, the 
explanation is in the title: GS2 Substance 
added tons more substance, but didn’t 


address the original’s flaws. VF4: Evolution 
literally evolved, becoming both much 
bigger and much, much better as well. 


Holy Water 
Do you realize that Twisted Metal Black for the 
PS2 has a very strange glitch that is reminiscent 
of the Bible? Right after you defeat Minion, 
on the level with the dock with all the health 
Stations, is one of the biggest mistakes in game 
history. Near the hull on the front of the ship, 
there is a regular patch of deep water. What’s so 
Strange about that, you ask? You can walk on 
the water. Or drive, rather. Did the developers 
just have a brain fart on that or did they just not 
bother, hoping that no one would notice? 

Ben Pelayo, raex486@verizon.net 


Ben, buddy, | think you might 
want to keep this one to yourself. | mean, 
cars driving on water? In a videogame? 
Someone might think that you’re nuts. In 
fact, I’ve heard of people getting sent to 
the looney bin for suggesting that such 
“bugs” really exist. 


Custom Reviews? 
| was reading through the Letters section of issue 
#75 when | came upon Nick De Luna’s offering 
(“Online On The Mind”). In your response, you 
Stated that if a game had an incredible online 
component, you might spend hours debating 
how that should impact the score. 

Like Nick, | am not into the whole online 
aspect of gaming, nor are most of my friends, so 





TECH TALK 


My TV doesn’t have S-Video or Component jacks in the back, but my 
cable box does. Would a S-Video or Component cables work, even 
though my TV doesn’t have the jacks in the back? Would the picture 
quality be better than the normal PS2 Composite cables? When | put 
the Composite cables into my cable box, the picture quality wasn't as 
good as having it plugged directly into the TV. 

Matt Morano, rutager97 @hotmail.com 


Anytime you have to convert one standard to another, 
you are going to lose quality. That’s especially true when con- 
verting anything to an RF format that’s transmitted through 
your cable’s coaxial wire. Your best bet is to save up and get a 
new TV that has at least one S-Video port. You won’t regret it. 


perhaps | could suggest a compromise. If a game has a great online side, 
you could include something in the review or Final Score box along the 
lines of “we were going to rate this game a 6, but the online aspects are so 
cool we ended up scoring it an 8” That way, the players who will make use 
of their broadband have a complete review, while those of us who keep 
offline will Know we could probably pass on that title. 

It’s a simple addition that gives us the best of both worlds and lets you 
argue more relevant issues, like what to order on your pizza. 

Stephen Fisher, spfisher_ga@hotmail.com 


Thanks for your thoughts, Steve! We’re always looking for 
ways to make our reviews better, and while I don’t think we’re 
going to introduce separate scores for the online and offline 
portions of every game, we’re rededicating ourselves to discussing 
online features in every review, and how they impact the score. As 
for pizza, | like Italian sausage, banana peppers, and pineapple. 


| would work with the man who made 

Tomb Raider and slap him with the con- 

troller until he finally makes a good game 
Jahmad Sahud, Mudinia, AE 


Forget working with someone else! Just 
think about me and the game Gary 
Coleman Attacks Again! 

Michael Gillespie, Oceanside, CA 
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| would work with whoever made the 
Bubble Bobble. Then | would make a sick, 
twisted, demented, bloody, violent, M- 
rated, dark version of Bubble Bobble. 
Gabe Hayward, Marysville, WA 


Hands down Tetsuya Nomura. No one can 


duplicate what he does and it is by far the 
best work out there. He keeps setting the 
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standard higher for video games. 
Ate the J, Houston, TX 


| would work with the little known 
designer, Hammie. We would make a 
game that involved going around the 
e)g(eece)aielaaliaroar-|migi=m (eee mt|| melels 
hollow legs were full up! 

Sabina Sounj, Winnipeg, MB 
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I'd work for Monolithsoft because | really 

like their Xeno series and would work 

hard in development for the Xeno series. 
Bijan Nowroozian, El Cajon, CA 


Ethan Malykont to make another Toyko 
Xtreme Racer Game! 
Adam Valdez, Moreno Valley, CA 
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PSM Presents the 2004 
PS2 CHEATER’S HANDBOOK 


Hitting Newsstands Everywhere Starting November 11 


(AVAILABLE ON NEWSSTANDS ONLY) 








*e LETTERS 


PSivi 


Every month we take a look at the coolest PlayStation 2 
fan art from the hottest new talents. If you'd like to see 
your illustration printed here, send us a copy! (We’ll take 
originals too, but we can’t return them.) Address it to 


Or, even better, e-mail a hi-res version 


of the piece to us at | 


. Be sure 


to label the subject heading “Fan Art.” Now get busy! :-) 


I-NO? We know something: TIMOTHY LIM is on a roll with his razor- 
sharp fan art! This month it’s a highly-detailed take on I-NO, heavy metal 
guitarist and fiesty femme fatale from Sammy Studi¢s’ excellent Guilty 
Gear X fighting game series. She looks kinda like a witch and beating her 
in a fight can be a bi — a big challange. Yeah... that’s what we meant. 


| would team up with Akira Toriyama and 
make Dragonball Z: Budokai: PSM Style so 
| could watch Super Saiyanbeat the hell 
out of Bill... | mean Bill beat Goku... 

Morgan Bullock, Grover, NC 


| would work with Tetsuya Nomura on 
Kingdom Hearts 2. 
Carl Lee, Kankakee, IL 


Peter Molyneux... long before | ever heard 
of him, | had already thought of most of 
the ideas he’s using for Fable and BC., 
except mine was for a fighting game. 
Vince Feliciano, Coral Springs, FL 


| would like a hamburger and a shake... 
wait a minute... this isn’t McDonald's... 
Mike Gail, Fountain Valley, CA 


That’s a tough one, but I'd have to say 
Squaresoft because of their history of 
pushing the envelope and re-inventing 
the RPG genre. 

talie Manahan, Atlanta, GA 


Hideo Kojima, so he can explain the plot 
of MGS2 to me. | still don’t understand! 
Lane Riddle, Chilliwack, BC 
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: Pe ns pee ne all hua ee 
AKIKO HIROMOTO sent in this 
excellent Sansuke from Suikoden Il. 


 * , f 
If you stare long enough, MIAMI 
KAOS’ Wolverine jumps right out at ya! 


2s 


4 We have JUBEI NAZEL to thank for this 
very unique take on the U.S. Navy SEALs. 





| would work with EA Sports and make 
the CPU in Madden actually have an IQ. 
im Martin, Ypsilanti, MI 


Konami — I'd do a remake of “Zombies 

Ate My Neighbors,’ an old SNES/Genesis 

game. I'd love to play that game in 3D! 
eddie Foxx, Asbury Park, NJ 
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Fantasy, FFIX, plus the excellent 
Spyro: Year of the Dragon. There 
were also some great PS2 newcom- 
ers — Dead Or Alive 2: Hardcore 
Dark Cloud... Zelda killer? We must blew us away — and not-so-great 


have actually been prophecizing ones — GameDay 2007 just blew. 
Dark Cloud 2. Ahem. Moving on It was also our first look at the 
of the a media companies in the world: we 


then: our first post-redesign issue newly-renamed (and redesigned) 
publish more than 100 magazines, 20 magazine websites 


was loaded with reviews of some of Gran Turismo 3, a game that had and a number of web networks from offices in five 
the PSone’s last big games, includ- f d-up PS tt Colusies The Flues Metwerk Wa bbe commas auion 
: gone trom suped-up Fsone port to on the London Stock Exchange (symbol: FNET). 


ing the third and final 32-bit Final super-charged PS2 showcase. Media with Passion 


Bath London Milan Munich New York 
Paris San Francisco 


The Future Network serves the information needs of 
ques of people who share a passion. We aim to satisfy 

eir passion by creating magazines and websites that 
offer superb value for money, trustworthy information, 
multiple ways to save time and money, and are a pleasure 
to read or visit. This simple strategy has helped create one 
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fih, the joys of evil. 





Not only has Buu™ arrived, but you Can fight as any of his three evil 
forms. Plus there’s all new graphics, new fusions, new absorptions, and 
Dragon World, a new single player mode that lets you create your own 
DBZ* adventure. If you've got a favorite character. you've got a fight. 
















INTRODUCING A BRAND NEW VIBRANT,GRAPHICS! A UNIQUE | DOUBLE-HERO CHARACTER 
MIX’OF, 2D & 3D ACTION | SELECT FOR STRATEGIC BATTLES 


\ PLAYABLE CHARACTER: AXL 
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